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ge EDUCATIONAL 
SOFTUARE FOR 
gf [CRO COMPUTERS 


All of Scisoft's programs have been comprehensively 
tested and are regularly used in schools. Please note that the 
pupil, parent or teacher should check with the syllabus to 
make sure that all the components of the packages are 
relevant. Some Boards may not require knowledge of all the 
contents of our packages 








PROGRAMS FOR YOUNGER CHILDREN 
All available in Full Colour Presentation Boxes 










STAR READER 





‘6-11 YRS) 






Improve your child's reading. 
Written by experts in reading 
skills. Designed to complement 
reading skills taught in schools. 
Simple to use, but extremely 
sophisticated programs utilising 
some machine code and most of a 
48K machine. 

PACK A — Space and Mountains 
Themes (2 Programs) 

PACK B — Sea and Pyramids 
Themes (2 Programs) 


WIZARD BOX ANY AGE 
Set a test, or a quiz, learn foreign 
language vocabulary. Multi- 
purpose program which holds 10 
sets of 10 words for 45 children 
(Spectrum version). Agame can 
be played at the end of the test but 
only if the child obtains a high 
score. A versatile and useful 
program which can be used in all 
subject ares in a school, at home 
and even at parties! The Spectrum 
package also has 3 extra sets of the program NEW 
containing tests on (1) French Vocabulary (2) Junior 
Spelling (3) General Knowledge. 


JUNGLE MATHS 













{S 





13 YRS) 






Add, Subtract, Multiply, Divide. 
One of our most popular programs. 
The teacher or parent has full 
control over the level of difficulty, 
the type of problem and the time 
allowed. The child has to cross a 
jungle answering problems on the 
way. Getting an answer wrong 
results in a death too horrible to 
contemplate. 


Post Code 


VAT Registration No. 395 5031 41 


EDUCATIONAL SOFTWARE 


To: SCISOFT, 5 Minster Gardens, 





Newthorpe, Eastwood, Nottingham 
Please find enclosed a cheque/postal 


NG16 2AT 
order for £ 
Address 
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MARK BOOK 


* Also suitable for Model A 
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ASTRO MATHS (7-15 YRS) 






Fractions, Decimals, Percentages. 
For every two correct answers the 
child plays a space game and thus 
saves his ship from destruction. 
Level and time allowed is set by 
the teacher or parent. 





PACKAGES FOR PUPILS STUDYING FOR 
EXAMINATIONS 


All the programs have been produced by very 
experienced teachers. They all contain problems to be 
solved on the major themes of the relevant examination 
syllabuses. Wherever possible the problems contain 
randomised data, so that the programs can be used time and 
time again with increasing benefit. Most packs also contain 
sets of multiple choice questions typical of those found in 
examination papers. Complete with a comprehensive book 
of REVISION NOTES. Extremely useful as examination day 
approaches. All packs contain a program of hints on HOW 
TO REVISE AT HOME. Written to be compatible with most 
O-Level Boards and also useful for the most able CSE pupil. 









PHYSICS 






Two programs full of problems. 
Ohm's Law, Refraction, 
Resistances, Linear Expansion, 
Moments etc., etc., 5 sets of 
multiple choice questions. Book of 
notes. Hints on revision. Fantastic 
value. 
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An identification program which 
requires knowledge of Vitamins, 
Minerals and Carbohydrates. 
Genetics program, multiple choice 
questions and superb diagram 
plus questions on the alimentary 
canal, kidney, flower structure. 
Book of notes. Hints on revision. 





REVISED EDITION 


Pr i 
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INTERMEDIATE LEVEL PROGRAMS 
(9 - 13 YRS) 








MATHS PARTS! AND II 


5 programs per pack. Exciting and 
stimulating program that makes 
maths fun to learn and 

understand. 

Part I — draw symmetrical 
patterns; find the factors; compare 
fractions; use co-ordinates by 
playing battleships; ‘guess’ the 
shape, 


NEW 


Part II —run a lemonade stand; 
use logic in Towers of Hanoi; 
design a shape and view a 3D 
representation at different angles; 
‘guess’ the percentage; run a smal! 
lemonade business. Superb value 
for money. 


A truly remarkable package of 
programs. Describe a picture; test 
your vocabulary using a variety of 
novel ideas; put sentences in the 
correct sequence. A new and 
novel way of learning a foreign 
language. 


GERMAN 


The German version of the above 
package. 
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CHEMISTRY 














Two programs full of problems. 
Gas Laws, Molarity, Titrations, 
Mystery Compounds etc. 3 sets of 
multiple choice problems. Book of 
notes. Hints on revision. Very good 
use of graphics. 


MATHS PART I 













Problems with random data 
on:-Algebra, Equations, 
Functions, Areas, Perimeters and 
Volumes. Book of notes. Hints on 
revision. 

A real must for all children 


MATHS PART Il 


A series of programs designed to 
complement PART I. Problems 
with random data on:- Proportions, 
Percentages, Differentiation, 
Integration, Trigonometry. Book of 
notes. Hints on revision. 


NEW 


COMPUTER STUDIES 





A revised edition of the well tested 
suite of programs on logic gates 
Also including Boolean Algebra, 
Number Bases, Flow Charts etc 


COMING SOON 


TEACHERS MARK BOOK . 


Store up to 10 sets of marks for up to 700 pupils — sorts 
alphabetically (boys then girls) by form or in rank order. All 
options available from menu. Printer routines included. Gives 
individual pupil profile. Ideal for parental] interviews 
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Games gossip galore — and a whole lot more. Or is it a 
pizza you're after? 


LETTERS 
The Runaway Robot replies.................. inde 
More of what you think about the games scene. 


CHARTBUSTERS 

Britain's Software: Charts... .ieicare scnsnses coees IO 
The best of Britain’s software now fight for the pole 
position — from this issue on watch their progress every 
month in Games Computing. 


STArGUGKO. «.« ccewce e ceceus mre tne SPECTRUM 30 
You have minutes to go before zero hour and the star 
quakes — can you survive the ordeal? 


COMPETITION 

WIN A COMMODORE 64...................+...64 
Games Computing is helping Postern give away a super 
computer plus loads of other goodies. 


SOTIWOID ROVIOWS. « oiscieis © becierns & wsiones + Baean as GE 
The first section of this month’s games reviews road- 
tested by our team. 


COMPETITION 

Copies of Urban Upstart on theloose.......... er 
Richard Shepherd Software is just dying to give away 
some of their games. Don’t miss this great chance. 


Past OF Tie THNGS ios kc raciew 5 cuwawn ay eee see te 
What goes on behind the doors of a top software firm. 
Simon Rockman reports on Psion. 


WM ECITIOS gonna 5 # whi RSS REARS BORA 22 
Enter this fab competition and get rich quick i in the last 
but one of our popular series. 
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ROEE s sincee & © sincecnee « eed 5 eo TRON 86 
Can you improve your par? See how this game com- 
pares to the original. 


PULL-OUT POSTER PROGRAM 
PEO iscietcas Shaner s-~ Press chekan Wake Ge oc 
You'll play away endlessly at this superb adventure. And 
you can pin up a great poster wherever you like. 














Asteroid Rescue.....................TI9V9/4A 98 
Rocky scenes in space but let’s hope your mean 
machine will get you out of trouble. 







PEPSI PROB cies 5 vr eick's & Ros bees bees c 
More teasers to bend your mind, but this is definitely a 
case of mind over matter. 







Escape From Alpha Centuri.....................107 
Well, | hope you do, otherwise it’s straight into a black 
hole for you. 








ALN WOM Reena Pr cs re SIRs an Seco a ee 
Tried and tested video games for a variety of systems. 
PONE 555 pres yexienn paras etdenne OR 6S 






You've read the book now play the program. 






Sort) NOLO ios 6 & eae so ewan + cteees,s ORIG SSK T2 
Find you're way out of this one, | dare you! 







POTTER POVIGWS. 2 icici ves s ewes Cemun OS 
More games tried out by eager our software hit squad. 







The ROckinah FHO6. oc 6c cnc essen vcnnecaree DO 
Our intrepid Mr Rockman solves a couple of program 
problems and dons his arcade tipster hat. 







Collision Course..........+eeeeeee+++. ATARI 76 
Poor Jake's stuck in aroom. It’s up to you to get him out 
safely. 
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Vic 20 computers 
have been talking back to "aN 
their owners for quite some time. Now, WR 
Commodore 64 users can have that same 
pleasure too—by getting an ADMANY 
SPEECH SYNTHESISER! It's word power ¥ 
is endiess as there is no set vocabulary. Yet 
operation is simple. The 64 elements of 
English speech are pre-programmed to let you 
put your words together as soon as you switch 
on. Just imagine....you'll be able to program your 
Own adventure games with characters that can 
actually talk. Many leading software houses are 
now developing programs that are compatible 
with the Adman 64 Speech Synthesiser. 

First releases are: 

Twin Kingdom Valley (Bug—Byte) Attack— 
Attack (Voyager) 3D Silicon Fish (Thor 


ao ommodore 64 
cue: SLinds its voice! 






















8k and 16k RAM PACKS and 


aarp aaah eo crn his parley tox oes hain oer RR OTS ES TNS 














a 3 PORT EXPANSION Adman computer accessories are available from al 1 Please send me information on Adman Vic ms 
MOTHERBOARD good computer shops. For futher information, why | Accessories ' 
Prices around: not take a lead from our speech synthesiser.....ask H i 
for it! See you local dealer or simply post the 1 Name th 

8k Ram Pack ..... £29.95 coupon, : 
16k Ram Pack. .... £39.95 ' Address__.__ } 
Motherboard. ..... £19.95 Dept. C, Adman Electronics Ltd., Ripon Way, , i 
Speech Synthesiser . . £49.95 Harrogate, N.Yorks, HG1 2AU. Tel. 0621 740972 SS = —__—_——— 
Adman Electronics Ltd. is a member of the Adam Leisure Group PLC Le pores wos einai 


SUPA CATCHA TROOPA 
Be astounded by the superb hi-res graphics, the six levels of play and 


amazing sounds. Destined to be one of the most sought after games 
this Christmas. 


GOLF 


We created it for the Spectrum, now also available for the 64. An 
extremely realistic challenging and fun experience, The authentic 
computer golf, addictive whether or not you play the outdoor 
game. 


Call in at your local stockist or contact us now for these and the 
rest of our range on the Vic-20, Commodore 64, Spectrum and Dragon. 


Abrasco Ltd., The Grange Barn, Pikes End, Eastcote, Middx. HAS 2EX. a touch of magic 


Tel, 01-866 2518, 








SPECTRUM 


Game 

Krakatoa 
Football Manager 
Birds anctthe Bees 
Mrs Mopp 

The Island 

Night Gunner 
Fighter Pilot 
Scuba 

The Skull 

30 Seidab Attack 
Code Name Mat 
Lunor Crabs 
Abersoft Forth 
Melbourne Draw 
My Secret File 
Wheelie 

Train Game 
Escape 

Trash Man 

Flight Simulator 
Chequered Flag 
Scrabble 
Aquaplane 

The Snowman 
Fred 

Dragons Bane 
Eskimo Eddie 
Hunchback 

Mr Wimpy 
Snooker 

1994 

Sheer Panic 
Tribble Trouble 
Manic Miner 
Jetset Willy 
Thrusta 

Push Off 
Omertron 
Atic Atac 

Lunar Jet Man 
Tranz Am 

Jet Pac 

Blue Thunder 

30 Ant Attack 


Bugaboo the Flea 


BBC 


Game 

Dare Devil Denis 
A Maze in Space 
Fortress 

My Secret File 
Paras 


COMMODORE 64 


Game 

Dark Dungeons 
Space Pilot 
Galaxy 64 
Zylogon 
Dungeons 


Twin Kingdom Valley 


Flying Feathers 





Software House 
Abbex 
Addictive 
Bug Byte 
Computersolve 
Crystal 
Diaital 
Digital 
Durell 
bames MICN 
Rewson 
Micromega 
Micromega 
Melbourne House 
Melbourne House 
Mosaic 
ta el 

fe “TOpMOric iF 
Ne Ww Generation 
New Generation 
Psion 
Psion 
Psion 
Quicksilva 
Quicksilva 
Quicksilva 
Quicksilva 
Ocean 
Ocean 
Ocean 
Visions 
Visions 
Visions 
Software Pro 
Software Pro 
Software Pro 
Software Pro 
Software Pro 
soltware Pro 
Ultimate 
Ultimate 
Ultimate 
Lil ves 
H. | iy COX 
Qu cxsilva 
Ou 


aSHVE 


Software House 


Software House 
Anirog 

Anirog 
Anirog 

Big G Software 
Aninog 

Bug Byte 
Bubblebus 
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SPECIAL OFFERS FOR THE SPECTRUM 


THE HOBBIT + BOOK BY MELBOURNE HOUSE 


HURG 


VALHALLA BY LEGEND 


pe 


eee SPECIAL OFFERS 
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0: DISCOUNT SOFTWARE SUPPLIES PLEASE ACCEPT MY 


Make cheques payable to Discount Software Supplies 


Cheque No wo... 
Please debit my 
Access/Ba rclaycard No. 


For f 


Our Price 
§.00 
6.00 
4.95 
4,95 
7.50 
6.00 
7.00 
5.00 
7.00 
5.00 
6.00 
6.00 

11.95 
7.95 
8.95 
4.95 
495 
4.95 
4.95 
7.00 
6.00 
13.99 
6.00 
6.00 
6.00 
6.00 
4.50 
5.90 
4.90 
7.95 
5.95 
4.95 
4.95 
4.95 
4.95 
4.95 
4.95 
4.95 
475 
475 
4.75 
4.75 
475 
5.95 
5.95 


Qur Price 
7.00 
7.00 
7.85 
6.95 
7.00 


Our Price 
5.99 
6.95 
6.95 
5.99 
5.99 
8.50 
5.99 





RDER FOR | 


signed 


OWING is S DISCOUNT SOFTWARE SUPPLIES 


., enclosed 


AMAZING SOFTWARE BARGAINS BY MAIL, 100's OF TITLES AVAILABLE! 


TELEPHONE ORDERS WELCOME. WRITE OR RING NOW FOR FULL DETAILS 





Colossus Cness CDS 995 8.95 
Revenge of the Mutant Camels Llamasoft 750 6.50 
Hellgate Llamasoft 5.00 4.00 
Jumping Jack Livewire 8.95 7.95 
Grid Trap Livewire 9.95 795 
China Mina Inteceptor 7.00 8.99 
Assembler 64 Inteceptor QO 5.99 
siren City inteceptor 7.00 5.99 
My Secret File Mosaic 9.95 8.95 
Mir Wimpy Ocean 6.50 5.90 
Bugaboo the Flea Quicksilva 7.95 6.95 
Sting 64 Quicksilva 7.95 6.95 
Snooker Visions 8.95 7.95 
Transylvanian Tower A Shepherd 6.50 5.50 
Manic Miner Software Pro 7.95 6.95 
Crazy Kong software Pro 7.95 6.95 
Dinky Deo Softeare Pro 7.95 6.95 
Alley Cat Solar 7.95 6.95 
VIC 20 
Game Software House RRP Our Price 
Pimble Wizard Terminus 795 6.95 
Scramble Terminus 795 6.95 
Dark Dungeons Anirog 5.95 4.95 
Flight Zero One Five AVS 5 95 4.95 
Vie Gammon Bug Byte 6.95 9.95 
Chess Bug Byte 7.95 6.95 
Falcon Fighter inteceptor 6.00 5.00 
Hellgate Llamasoft 6.00 5,00 
Space Joust Software Pro 5.95 4.95 
30 Time Trek Anirog 5.95 4.95 
Wizard and Princess Melbourne House 5.95 4.95 
Cosmonauts Melbourne House 5.95 4.95 
Jet Pac Ultimate 550 475 
Crazy Kong Anirog 7.95 6.95 
Metagalactic Llamas Llamasoft 5.50 4.75 
ORIC 
Scuba Durell 5.95 5.95 
Star Fighter Durell 6.95 5.95 
Mir Wimpy Ocean 6.90 5.50 
Ice Giant Softek 6.95 5.95 
Ori¢ Munch Tansoft 795 6.95 
Ultima Zone Tansoft B.50 7.50 
Lone Raider Seven Software 50 6.50 
Rat Splat Tansoft 795 6.95 
Hobbit Melbourne House 14.95 12.95 
Galaxy Five Durell 6.95 5.95 
EDUCATIONAL SPECIAL PACKS 


SPECTRUM Pack A 
GCE Equations 


GCE Geometry 
0-Level Chemistry 
French Mistress B 





COMMODORE 64 Pack B 
Open Sesame 

Time Traveller 

Beselged 

Word Power 





OUR PRICE 
£10.95 
£11.95 
£11.95 


BPOARTLAND AO4D LONDON IVITALA Ofe2t iat 


SEND 


Address . 


SEND SAE FOR UP TO DATE LIST OF OUR AMAZING BARGAINS 
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A Load of Rubbish 


New Generation Software's latest release 
for the Sinclair ZX Spectrum is called 
‘Trashman’. The object of this game is to 
clear a town of its rubbish. 

The screen is made up of a section of 
the road with houses on either side, and a 
four lane road down the middle that has 
cars and lorries travelling up and down it at 
various speeds — frogger style. 
Somewhere on the road is the van that you 
must tip your bins into, this van is con- 
stantly moving up the road so there is a 
time element to collecting the bins as the 
van pulls away if you are too slow. 

Hazards that you must face include be- 
ing run over by the cars, being hit by 
cyclists, and having your leg bitten by 
dogs. Various tasks can be performed for 
householders, and for the various other 
places that exist in the town, for bonus 
points. Among the other places that are 
dotted around the town ar a transport cafe 
and a pub, if you enter the pub there is a 
good chance that you will come out drunk! 
This means that controlling the man on the 
screen is made very difficult and he is likely 
to be run over. 

As the game progresses the houses 
become more difficult and the paths 
around the house get harder, you must 
keep to the path or a dog jumps out and 
bites you. If you get bitten or hit by acyclist 
then you slow down, wouldn’t anyone? 
When one road is completed then you go 
on to another, even harder road until you 
complete the whole town. 

The graphics are fully three- 
dimensional and feature shadows and very 
realistic houses and other buildings. 

Trashman is only available for the 48K 
ZX Spectrum and is priced at £5.95. New 
Generation Software are based at The 
Brooklands, 15 Sunnybank, Lyncombe 
Vale, Bath. 


Moving Picture Company 


We must offer our apologies to ‘‘The Mov- 
Tale Baa (eice |= @xe)anler-[a\ mmm colme)anliacialemconeic-re lL! 
them for the spectacular computer 
generated images we used to illustrate the 
computer animation article in our February 


issue. 
The address is The Moving Picture 
Company, 25 Noel St, London W1. 


ESSN 
ae 





Brad Luck In Space 


Express Software’s debut release goes by 
the unlikely name of ‘Brad Blasts the 
Galatic Barbarians’ and runs on the 48K 
ZX Spectrum. 

You play the part of Brad Stevens, a 
member of the Special Space Service, who 
is out to rid the earth of the warlike Galatic 
Barbarians. 

The game consists of five seperate sec- 
tions: the flight through space, the docking 
sequence, the flight to Deltra 10 — the 
planet that the barbarians are on, walking 
to the laboratory, and finally in the 
laboratory. When you get to the lab you 
must destroy the ‘super power serum’ that 
the baddies have developed. 

On the mission Brad has to fight bar- 
barians, cyborgs, and enemy fighters. 

If you score over 10,000 points the 
player can send off a coupon supplied with 
the game and will receive a prize. Also 
there is a competition that you can enter 
with a colour TV as a prize. 

Express software expect this to be the 
first in a series of ‘Brad’ games, more are to 
follow later on in the year. 

The program runs on a 48K ZX Spec- 
trum although a Commodore 64 version is 
in development. The price is £5.95. 

Express software at 73 Watery Lane, 
Birmingham BY 4HN. 


New Joysticks 


There seem to have been plenty of 
joysticks coming on the market recently. 
Kempston have tow new additions to their 
range of ‘Competition Pro’ joysticks. The 
Competition Pro 1000 and 3000 feature a 
rounded base with a large fire button on 
the front. 

The difference between the 2000 and 
3000 is the actual control stick itself, the 
1000 has no on-stick fire button and has a 
short stick that is wider at the top than it is 
at the bottom. The 3000 has a pistol grip 
with a top fire button and a trigger on the 
front of the stick. 

Both joysticks have a five foot cable 
and use the common Atari format nine pin 
‘D’ connector that is found on the Atari and 
Commodore computers, and most inter- 
faces for the ZX Spectrum — inluding the 
Kempson interface. The switching opera- 
tion is performed by an eight way leaf 
switch. 

The Competition-Pro 1000 retails at 
£10.99 and the 3000 at £12.75 and you 
will find Kempston Microelectronics at 
Unit 30, Singer Way, Woburn Road In- 
distrial Estate, Kempston, Bedford MK42 
TAF. 

The follow up to Spectravideo’s highly 
successful Quickshot joystick should be 
available now. Unimaginatively called the 
Quickshot 2,, the joystick has a pistol grip 
handle with two fire buttons, one on top of 
the stick to be used by the players thumb, 
and one in a trigger position. The joystick 
features a ‘rapid fire’ switch that lets the 
player use the firing action like a machine 
gun when the program that is using the 
joystick is only single shot. 

Spectravideo has also released a 
joystick for the Colecovision, called the 





Quickshot 3, the joystick is a modification 
of the Quickshot 2. The main differences 
between a Coleco joystick and a ‘normal’ 
joystick is that the Coleco has two fire but- 
tons and a 12 key numeric pad. The 
Quickshot 3 has the numeric key pad but 
also has FOUR fire buttons. 

Two of the fire buttons are located on 
the base of the unit and correspond to the 
normal left and right fire buttons of the Col- 
ecovision device, the other fire two fire 
buttons are located on the stick itself in the 
manner of the Quickshot 2, with one of the 
buttons on top of the other as a trigger. 

The Quickshot 2 cost £11.95 and the 
Quickshot 3 is £25.65. Spectravideo are 
at 165 Garth Rd, Morden, Surrey SM4 
4LH 





Bleating Computers 


Computers that can speak to you are 
not new,, there have been voice boxes 
around for most of the popular home com- 
puters for some years. An accurate speech 
recognition system that is easy to use and 
program with is. 

Orion Data’s ‘Micro Command’ 
speech recogniser is a black box that plugs 
into the back of the Sinclair ZX Spectrum 
and comes with a microphone and a game 
called ‘Sheep Talk’, this is a development 
of Virgin Games ‘Sheep Walk’ program 
and enables the player to give spoken com- 
mands to the sheep dog as it tries to pen up 
the sheep. 

The Unit can, at present, only cope 
with 16 words or sound commands, but 
that is mote than enough for most arcade 
games and strategy games, though a bit 
limited for adventure games. One day 
perhaps the keyboard will be obsolete and 
we will only have to talk to our computers 


New Acornsoft Games 


to get them to do anything. 

Versions are in development for other 
popular microcomputers and some soft- 
ware is to incorporate the ability to use this 
device. 

Micro Command costs £49.95 and 
Orion Data are at 3 Cavendish St, 
Brighton, East Sussex BN2 1RN. 





The software grapevine reports that Acornsoft are bringing out three new games in the 


not too distant future. 


Swarm is a hunter against hunted type of gane where the hunted fight back. The 
screen is covered in snooker ball shapes and has your ship on one side of the screen and 
the enemy on the other. You can shoot one another in the usual way but if you hit one of 
the snooker balls odd things happen. A lizard type of creature hatches out of the shape 
and heads for the nearest ship, be it yours or the enemy’s. | do not need to tell you what 


happens when the lizard hits you. 


Volcano is a game where there is an erupting volcano in the middle of the screen with 
some people on one side of the screen and you in control of a helicopter on the other side 
of the screen. The idea is to rescue the people without getting deatroyed by the erupting 
rocks that are coming out of the volcano. You must do all this quickly before the lava level 


rises to kill all the people and swamp your landing pad. 




















COMMUNITY CHEST W : iC ST ANDREWS im 


Pit your wits against the 
computer with this exciting new 
graphics version of the family 
board game. 
16K ZX81 £4.95 



























“ARTIC COMPUTING LTD 


Main Street, Brandesburton, Driffield YO25 8RL 









To: Artic Computing Ltd, Main Street 
Brandesburton, Driffield YO25 8RL 


Please supply 







Cheques and PO's payable to Artic Computing Ltd. 
Dealer enquiries welcome. Please state whether your 
order is for ZX81, Spectrum, VIC or ORIC. Access 
and Barclaycard welcome. 


*Cheque for total amount enclosed £ 


Name 


| | Address 


WARNING: These programs are sold according to 
ARTIC COMPUTING LTD's terms of trade and 
conditions of sale. Copies of which are available on 
request. 


*Please delete or complete as applicable 


One of the best golf games yet 
devised! Play all eighteen holes » 
at St Andrews, the home of 


ae 
pectrum 48K £5.95 


; ; Comyp Uli fi se) pis LG ly *Access/Barclaycard No. 
Send S.A.E. (Sin. x 6in.) for FREE catalogue of 
our wide range of programs. oa ARE SRE CSREES 





‘3-D Maze’ runs on a 16K or 48K Oric-1 
computer. In the game, you have the 
task of getting to a set room in the Maze 
in as few moves as possible. This room 
can be identified because when it is in 
sight, it is shown with a square (which 
looks like a floormat) lying on the floor. 
Throughout the game, you see the 
maze in 3-D as you would if you were 
actually in the maze. | might also add 
here that the display given is very real- 
istic (even if | say so myself). When typ- 
ing in the program, try not to putin any 
unnecessary spaces (unless you have a 
48K model) because the game leaves 
only about 50 bytes free. 

The maze itself is quite simple (see 
the data in lines 63050 to 63140) but 
quite small mazes can seem very large 
to the player when they are only seen in 
3-D. The data can easily be changed, 
but be careful not to run out of 
memory if you are using a 16K model. A 
space in the maze is represented by a0, 
a ‘brick’ or ‘solid wall’ is represented by 
a 1, and the targetis represented by a 2. 
It is in fact possible to have more than 
one target, and if more than one is in 
sight, both will be shown. 

When you play the game, you are put 
in the maze in a random position and 
facing ina random direction. The space 
bar will move you forward one space, 
and the left and right cursor keys will 
turn you through 90 degrees to the left 
eo) malelaie 





RUNdown 


Lines Action 


/1000-1320 Draw routines for sepa- 
rate parts of display. 
56000-56060 End routine for when tar- 
: get reached. 
meee oy ar-10) Bl e-\""mellyelt-muval-lamrclelale 


West. 

58000-58140 Draw display when facing 
South. 

59000-59140 rev display when facing 

ast. 

60010 GOTO 57000, 58000, 
59000 or 60020 depend- 
Tare Melame lig: (lela 

60020-60150 Draw display when facing 
North. 

61000-61150Check key pressed and 
Seki move player. 

62000-62999 Randomise position and 


direction, checking you’ 


ofelam arise melee me 7-1LR 
63000-63150 Set up maze. 


Wrist used 


MO% Moves taken so far (turn- 
7 ing doesn’t count as a 
| move). 

A$ General purpose (usually 
used in GET A$ for inputs 
such as moving in maze 
and in end routine). 

A%(9,9) Array holding maze 

|| DATA. 

X%YV% Co-ordinates of player. 

D% DY ig-reit(o)ame) im o)t-\\-1 
1 North 
2 East 
3 South 
4 West 

KE% y. Yo) Oi | Mm oo |0 |; EN ©) ML. -0 17 
pressed. 

A,B 'OE\-To Malm (ele) osm ie) mma-r-lellare| 

: maze data. 


| 


| 
| 
| 


Conversion clues 


all al toed 0L0) tm Ole (omlalcomal(elama-tve) (tlie) 
mode. Clears screen if already in High 
Resolution mode. 


TEXT — puts Oric into Text mode. Does 
not clear screen if already in Text 
savele(-m 


GET A$ — waits for a key to be pressed 
and then puts the key pressed into A$. 


‘ CURSOR X,Y,FB — puts the Hires cur- 


sor at X,Y,FB=1 if you wish to plot a 
point there, 0 if you wish to rub out a 
point there, 2 if you wish to increase 
that point or 3 if you wish to leave the 
point as it is. The Oric’s Hires screen 
measures 240 x 200 pixels. If your com- 
puter has a higher resolution, it will be 


‘possible to leave lines 1000-1320 alone, 


Le a-litclalarem tal-meve]saleat-lale Cwm i male) amZele) 
will have to change most of the num- 
bers in the routine from 1000 to 1320. 


DRAW x,y,fb — Draws a line from cur- 
rent Hires cursor position to a point X 


: pixels right and Y pixels down from the 
cursor, and moves the cursor to this 


position. 
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Dear Sir 
| am writing to say how much | enjoy 
Games Computing. | think that it is cheap 
at 8Op. | already have an order for it at my 
local newsagent. Please, please, please, 
could you do atop score chart for people to 
write in and tell you their high scores. 
Please could you tell me if my game of 
Harrier Attack is bugged or not, because 
when | get the Harrier to land back on the 
aircraft carrier, the game ends. Never the 
less | still think that it is a great game. My 
highest score is 31560. 
G.Swain 
Blairgowie 


Veronica White of Durell Software, the 
makers of Harrier Attack said ‘“‘The idea 
behind Harrier Attack is to land safely on 
your aircraft carrier, after causing as much 
death and destruction on the way, that is 
possible, to gain points’. So it appears that 
your game is not bugged but you must do 
all your fighting before you land. 

With regard to the hi-score business 
look at the letter from M Farrell, elsewhere 
on this page. 


poe ces aay 


Dear Games Computing 

| think you have a great magazine for 
games programs, but to me and probably 
many others it is useless as there are no 
Dragon programs. Please could you in- 
clude some Dragon games in future issues. 
Andrew Robertson 

Strathclyde 


Last month we published Lunar Bomber 
and Casino, both of which would have run 
of Dragon 32 so we hope you enjoyed typ- 
ing them in. 

We have been getting quite a lot of let- 
ters saying ‘why don’t you do games for 
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this machine’ or ‘please include games for 
that machine’ but is all up to you. If we 
don't get any programs sent in for a par- 
ticular machine then we can't publish 
anything for it. So get writing those games 
and turn to our Program Submissions sec- 
tion elsewhere in this issue. 


—Ees 2 eee 


Dear Games Computing 

Whilst reading your fab mag | came across 
Chris Palmer’s Minestorm hi-score, | had to 
respond with mine, which is 3, 784,353 
after 788 mine fields, this score took 
about four and a half hours to achieve. The 
scores of other Vectrex games are Star 
Ship 5,542,700 (lots of sectors, took two 
days to get), Armor Attack 490,800 (very 
difficult), Scramble 113,000 (a bit bor- 
ing). 

As anidea why don’t you have a sort of 
high score chart for the Vectrex, Coleco, 
Atari, and Intellivision consoles. Obviously 
only the most popular games for each 
system weould feature, but | think this 
would give the serious video gamer 
something more than his own hi-score to 
beat. They could then, if they beat the 
scores, write to you with their scores. 

Keep up the good work, but try to con- 
centrate on the video game systems as 
well as computers. 

M | Farrell 
Haylands 


Weill! that is a pretty hi-score isn’t it. We 
were going to print Pete Green’s (editor of 
Computing Today) hi-score, on Mine 
storm, of 900,525 but this one thrashes it 


by guite a /ot. 

lf you do have an exceptionally high 
score on a video game, send it in. We do 
need to have conclusive proof of your 
score, usually a photograph of the screen. 
Mark your envelope ‘High Score’ and in- 
clude an address and telephone number 
and any other information that is relevant, 
such as the level that you were on, how 
long it took, and information about the 
console/cartridge/add-ons. 


ae eae © pres 


Dear Editor 

Your magazine is a smash hit, | couldn't 
find a better magazine to buy. It’s very 
good and cheap, but the computer pro- 
grams are very badly printed. So could you 
print them in normal sized letters. 

It would be very helpful if you could 
print smaller programs for computers with 
smaller memories. But, these points aside, 
your magazine is briliantly written. 
Sharon Lea 
Nantwich 


/f we were to print the listings in ‘normal 
sized letters’ then we would be able to 
print less than half of the great games that 
we bring you every month, so as the printis 
still completely readable we feel we are 
justified in reducing the listing slightly. 

On the subject of shorter programs, we 
are considering starting a section in the 
magazine that contains only quick, short 
programs. If you have any little master- 
pieces then send them to our Golden 
Square address clearly marked ‘Short 
Stuff’. As far as the accompanying in- 
structions are concerned, we just need a 
shorter version of the normal program 
documentation as mentioned in the pro- 
gram submissions section later on in this 
issue. 


Have you got any opinions to air, has someone somewhere upset you and 
you want to grizzle and gripe? Or maybe you're full of the joys of spring 
and feel like telling a happy sto 


Whatever you want to say, be it good, ba 


AY 
or indifferent drop us a line 


here at Games Computing and get it off your shoulders. 
Send your letters to: 
‘Postman Pat’, Games Computing, 1 Golden Square, London W1. 
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From Rome to RAM — 





Marching at Last! 


So how do we start? First pick a subject. At 
this point | am going to bottle out of 
historical research by choosing a fantasy 
subject — a war between two wizards. 
This saves me reading, but it does require 
that | do a bit of imagining and produce a 
‘storyboard’ for the game — something to 
make the game believabie. | have chosen 
the following storyboard. 

The land of Arg is ruled by the Great 
Wizard Mudlin, aided by two other lesser 
wizards. Each wizard controls one castie 
~ Mudlin’s castle is in the centre of the 


realm while the two other wizards have 


casties at the eastern and western edges 
of the realm. The situation would be 
peacetul and stable except for one pro- 
blem: Mudilin has died without leaving a 


___ In the first four articles in this series we looked at the history, 
_ the structure, and the design of wargames. So far it has all 
_ been theory — now we put it into practice: this article will take 
_ you through the various stages of a wargame design. 


will, and the remaining wizards are now in- 
tent on seizing control of the country. To 
do this they must control Mudiin’s castle 
as well as maintain control of their own 
castie. 


GAME COMPONENTS 


So that’s the basic story line, as well as the 
victory conditions. But it’s hardly enough 
to design a game from. Let’s look at the 
components of the game: first, the map. 
Let’s settie on a 9 x 9 square format. 
Mudlin’s castle can occupy point (5,5) (the 
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centre of the map, where the first number 
is the horizontal coordinate and the second 
is the vertical coordinate}, while the 
wizards’ castles can be on points (5,1) and 
{5,9}. Now for a bit of terrain. Let us put 
impassable mountains at points (3,3) to 
(3,7), and a forest on the square (4,6) to 
(6,6) to (6,8) to (4,8). Finally we'll put 
Human towns at (3,4), (3,8), (7,2) and 


(7,6). Our map of Arg is complete — but 


what does it all mean? Let’s add to the 
storyboard a little. 

in the land of Arg are four human 
towns, formerly governed by Mudilin. Now 
they are awaiting the outcome of the 
Wizard war before deciding who to 
support. However, they are open to 


persuasion and may be conquered. Also 
there are various tribes of creatures who 


used to be under Mudilin’s control but now 
wander at random. 

Now for a few of instructions, or rules, 
for the game. What do we need? All war 
games have movement, units, and 
combat. This game looks like being no 


different. Also we will need magic rules, 


persuasion rules for the humans, 4 start — 
game procedure and and end game 
procedure. Le 

“Let's start with movement. Movement 
is related to distance, so jet us define a 


_ distance for our map. i we say each — 
_ position on the map is 1000 metres trom 

_ the next position the Arg is 9km by 9km: 

_ small, but larger than Scunthorpe and 
probably more exciting. This distance also 

_ 88a human could eas re TN Lp 
_ the top of a tall tower. We can give the | 







wuld easily see five miles from 


movement of units as the distance in 


that they can travel. if a unit 





ation to find the _ 
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mountains is forbidden, and movement 
out of areas with an enemy present is also 
forbidden. 


MANPOWER TO PLAY 
WITH 


So, that’s the basics of movernent. Onto 
the forces. First we know that there are 
humans. Let’s give them a movement 
speed of 3km per turn and a strength of 2. 
Now let us define three magical creatures 
to add to the game. We'll have a Troll with 
a movement speed of 1km per turn and a 
strength of 3, a goblin with a speed of 2km 
per turn and a strength of 2, and an imp 
with a speed of 3km per turn anda Strength 
of 1. The magicians themselves must also 
be defined. Let us give them a speed of 3, a 
strength of 10, and a magical power of 
1000. 

Now let’s look at spelis and magic — 
after all it is a wizard war. 

Magic can cover several areas: crea- 
tion, destruction, attack, defence, persua- 
sion, and movement. Let us say that the 
use of magic involves some magical 
power, which we will represent by magical 
power (MP) points, so that we can ‘cast’ a 
spell. Now to the actual spells. First let’s 
have three creation spelis to create armies. 
‘Create Troll’, ‘Create Goblin’, and ‘Create 
imp’ will cost two magical power points 
each and will create one creature in the 
area that the magician is in. Wenow needa 
spell of destruction, this will reduce the 
defensive strength of the fortifications. Let 
us say that all fortifications {the human 
towns and towers) have an initial strength 
of 10. The speil will reduce the strength of 
any fortification by 1 and costs 100 
magical power points to cast. The spell can 
only be used against fortifications in the 
Same area as the magician. 

For the attack and defence spells let us 
say that magical power points can be used 
to increase attack or defence strength at 
the rate of one strength per magical power 
point. The spell can ory be used in the area 
that the magician occupies. 

On the subject of persuasion, let us 
define the initial loyalty of each human 
town as three points. A persuasion spell 
costs 50 magical power points and alters 
the loyalty of the town by 1, — 1 for com- 
puter persuasion and + 1 for player per- 
suasion. lf the loyalty of the town reaches 

-- 10 then the town joins the computer’s 
forces, ifitreaches + 10 it joins the players 
forces. 

_ Fheat only leaves a movement spell. 

This has to fairly powertull to ensure that it 
_is worth using. So for one magical power 
point any creature, or the magician, can be 
moved tron’ anywhere on the map to 
anywhere else on the map. 

The rules are almost complete, so let’s 
work on the structure of the program. 
We'll start at the beginning of the set up. 
We have described the board, so let’s start 
the game with the magicians in their 
respective —_ and let’s put 100 trolls, 
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100 goblins, and 100 imps in ail three 
casties. The human towns will start with 
100 human troops each. Finally we will 
place ten forces of ‘neutral’ armies at ran- 
dom positions on the board, each force 
consisting of 50 each of Trolls, Goblins, 
and Imps. 

Each turn will consist of the following 
actions: First each human town will 
receive two extra soldiers, and each magi- 
cian will receive 100 extra magical power 
points. Now is when the creation and 
destruction spells are cast. Next comes 
movement. All forces can be moved up to 
the limit of their movement allowance, also 
any movement spells are put into operation 
at this moment. 


este OBL 





LET BATTLE COMMENCE 
Now comes combat, where all forces in 
the same area will fight each other, attack 
and defence spelis will afffect this 
procedure. Next comes the persuasion 
phase, where the persuasion spells are 
used. Finally there is the check for a 
winner, and, if there is none, play runs onto 
the next turn. 

Now with a structure and most of the 
rules we can, at last, cover the problem of 
combat. In a wargame this is the most vital’ 
part of the game. Make it too light and the 
game will grind on like World War 1, make 
it too bloody and the forces disappear too 
fast. in this game if equal forces meet they 
should inflict about 15% losses on each 
abd This will mean that forces will 
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reduce in number as the game progresses, 
but not too fast. The average strength of a 
unit is 2, so if we inflict losses of 
{Opponent’s total strength) % (Random 
number 0.5 to 1.0) on a force this should 
give us the right range of jiosses. if the 
battle takes place in a forest area then the 
losses can be halved, and if the battle takes 
piace in a fortified area then the attacker’s 
losses can be multiplied by the fortification 
Strength. 

if we are building a two-player game 
then that would be sufficient to create the 
game, but we are not, (well i'm not and 
you re coming with me whether you like it 
ornot). So we need some rules to cover the 
computer opponent. Let us make it 


AVic mars e- 1a) an CoM pal-|.¢-Me)a-me) mele mc-t-[e(-16-malelaP 
And famous. All you have to do is write a 
wargame for us to play. 

Apart from that there are very few 
limitations. Any subject matter is fair 
game, but bear in mind we've played an 
awful lot of wargames between us at 
Games Computing, and plagarists should 
be warned that we’li almost certainly spot 
their efforts — and disqualify them. 

A ial-me)ay4-a co) tai-m-10)¢nle) emo) Mm ial-Mel- lator 
ur oxo) at-)(0(-10-10 CoM o\- Mi dai- ml o\-1-)alo)’melU lm el-lal-1 melt 
judges is to have their games marketed by 
our sister software company, Argus Press 
Software Ltd, and receive full royalties on 
all sales. That could amount to a fair in- 
come for a popular game, particularly as 
we will have the game converted to run on 
a range of popular machines. There will 
also be a £50 prize for the first-placed en- 
try. 
Nom: 1a)<-1 am taltmorelagle)-10)t(e)apm Zelem-ialelel(e 
TO) elpalianrzel0|mer-laal-Me)am e-| e\- mm) e-]eiale Mei(--lahy 
what machine it runs on, together with 
your name and address. Make sure your 
name address and the name of the game is 
marked clearly in block letters on the 
cassette case and envelope. 


VY GAMES 


aggressive only to the player and 
attempting to avoid all other battles. First 
we'll deal with movement. Let us say that 
the computer will always move its force up 
to the limit of their allowance. it will always 
head for its own castle if it is enemy 
occupied or is next to it, otherwise it will 





move towards the tower in the centre. The 
computer will never use movement spelis 
except to move to the central tower when 
it has 1000 troops there — for the final 
assault. 

in combat the computer will use a TOO 
magical power point attack spell an a 100 
magical power point defence spell, — if it 
has the magical power points — if a com- 
bat occurs in the area in which it has a 


Magician. In persuasion, it will use one per- 


Suasion spell per turn per town if it has the 


magical power points and if there are any 
towns to persuade. in creation it willcreate _ 
first 10 Trolls, then 10 Goblins, then TO. 


COMPETITION 


We can accept programs for the follow- 
Tare Maat-(e1allal-me)amer-\-t-1-100-5 
'OXoyanlantele(e)s-M of Sans | O64 OMe ole) cal af all Boy 
ZX Spectrum; 
Dragon 32; 
Any Atari; 
Oric-1; 
BBC Micro; 
AK: ¢-\-m Boho OANGU Ui take ms Zleslelela => aeciale(cie| 
sy Ate) | O95 
Sharp MZ-80K and MZ-80A (with stan- 
dard BASIC only); 
TRS-80, 
Ne) 0) (>a i ine) aml 
Ta-le(eliace)amuc-Mudlie- (ee) 0) a )cele|e-lpal-eelane le 
for the Commodore computers, the Ataris, 
both Sharps and the Apples. 


_ The majority of the program must be 


writen in BASIC. Specific routines such as 
Yeis-1-1amat-[alelilale Mer-|aMme|- a Mmaal- (eal lal -mmerele (= 
but BASIC equivalents should be provided 
where possible. Machine code routines 
sale] @ el-¥e-)(elor-}e-1¢)(-8-lalemivl|\Vae (ele laalcialtciem 
(This is in your interest: it makes it easier to 
convert programs onto other machines 
elalemagi-maalele-M'i-Mer- lam: (el-]e) mia commial-Manle) i> 
tapes we sell and the more royalties the 
winner earns.) 



















Imps, in that order if it has the magical 
power points. 

So now we have the beginnings of a 
computer wargame. In describing the 
creation process | have tried to give an in- 
Sight into how we are intending to apply 
the basic rules of computer games design. | 
have had to miss out a Jot of explanations 
as to why | have done what | have done, 
but | hope the previous articles will be suffi- 
cient to give you the idea of the workings 
of my mind. Next month, in the last of the 
present series, we will actually be looking 
at the wargame itself, also don’t forget to 
Start writing for the wargame competition, 
details of which are below. 


Ai al-merces-jialeMel-]¢-m cola cac-mere)an)el-i0) dea mr 
June 30th 1984. The authors of programs 
which do not win will retain full rights in 
their work. 


RULES OF ENTRY 


This competition is open to all UK and Nor- 
thern Ireland readers of Games Computing 
except for employees of Argus Specialist 
Publications Ltd, their printers, distributors 
Or anyone associated with the competi- 
tion. 

All entries must be postmarked before 
the closing date of June 30th 1984. 
No correspondence will be entered into 
regarding the result of this competition and 
ia: Meve)arelit(elane)m=alea’mial-)@cal-g [6 le (e(--mmel-lee 
sion is final. 


The winner will be notified by post and 
the result of the competition will be 
published in a future issue of Games Com- 
puting. 

Entries should be clearly marked on the 
outside of the envelope 
“WARGAME COMPETITION” and ad- 
dressed to Games Computing, No.1 
(To) (o[-lamete[Ul-1¢-emm Molale (eam MBs mCr-\om 
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Moving up now to dock with the usi 





Have you ever plugged a brand new peripheral into your Once again CURRAH design brings you the best in computer 
Spectrum and then found you couldn't plug anything else in? add-ons at a truly competitive price — £14.95 inc. VAT. Look 


The CURRAH SLOT will help you solve your problems. out for (ASLOT as it becomes available in retail outlets 


nationwide — or use the order form below. 
Now you can connect your CURRAH {4 SPEECH, your printer 
connector, your ZX Interface 2 or other accessories into either 


SS 
of the available slots — you can even add LSLOTs together 


To: MicroSlot Offer, P.O. Box 1, Gateshead, Tyne & Wear, NES 1AJ 


to expand your system further! And naturally, “SLOT can be Please Supply caasesssscsssesecsnsssssesenees yu. SLOT unit(s) at £14.95 each incl. VAT 

xpand y y y 4 
used on the back of Interface 1. N 3 

CTU (DUONSG TY Sasieciivsstacsusicde casssemadcisclscnchevosecbavathavocs ubsbasesecuanbeeesashdpene cbbanhasshcantcnssves a 

Even if ae only have one peripheral for your computer, Address (Sopa TINEY | core seerveesncnetsiieceniu cosas oprensenphiciidiibir Dytadeepandia bans Wbeineruectiniieraic ie 
LLSLOT will protect your Spectrum's edge connector from 
wearandtear  iti(‘(CS™*tCte CC Ei esetnce reznrnnctnstensentitntnstepteiatetrenrrrmenscpcar POREIOE <cskcssavetowcon % 
Moulded in black plastic, [LSLOT is styled to complement | enclose a cheque/PO payable to ‘MicroSlot Offer’ value So... i 


your Spectrum and its accessories. It comes in its own 
distinctive packaging, complete with full instructions for use. 


or debit my Access/BarclayCard No. SGRPRRAECKESED i] 


Signed (credit card orders not accepted unless SIGN) ......csssmssssseneeeen 


Please allow 28 days for delivery Offer valid UK only 


ZX Spectrum. ZX Interface 1 and ZX Interface 2 are trademarks of Sinclair Research Ltd 





Shepherd Software’s Urban Upstart, Tran- 
sylvanian Tower, or Super Spy are there 
for the taking in this great Games Com- 
puting/Richard Shepherd Software spot 
-the-difference competition. 

Urban upstart is a tongue-in-cheek vi- 
sion of what the future may be like. For in- 
stance, muggers roam the streets and 
even dogs carry flick knives. 

You play the part of a young hooligan 
who is trying to escape from this urban 
madness — the town of Scarthorpe to be 
precise. There are over 90 locations, with 
each location having its own graphical 
representation in full colour high resolu- 
tion. The graphics take up a third of the 
screen while the text occupies the rest of 
it. 

This is the latest game from a stable 
that has produced such thoroughbred win- 
ners as Everest Ascent, Ship of the Line, 
and Devils of the Deep. 

You could also chose for your prize 
either Transylvanian Tower or Super Spy. 
Transylvanian Tower is a real time 
graphical maze adventure in which you 
must battle against the forces of evil and 
try to reach the top of Dracula’s deadly 
castle. 

Super Spy is a global trail of espionage 
and intrigue. You take the leading role and 
must stop the nasty Doctor Death from 


unleashing his nuclear bombs to destroy @& 


the world. To do this you must travel 
around the world gathering various objects 
and trying to solve an anagram which will 
reveal the name of the island that Doctor 
Death is hiding on. 

When you have finally found him there 
are still more problems to await you in- 
cluding a maze to work your way through. 

Transylvanian Tower and Super Spy 
are available for the Commodore 64, 
Dragon 32, and ZX Spectrum 48K. Urban 
Upstart is only available on the ZX Spec- 
trum 48K at present. 

Richard Shepherd Software is a com- 
pany that has been going for over two 
years now and currently produces adven- 
ture and simulation games for the Com- 
modore 64 )on cassette and disk), Dragon 
32, and ZX Spectrum. Apart from games 
the firm has also produced Cash Control, a 
business program for the ZX Spectrum 
that can use microdrives to store data and 
help run a small business. 


How to enter 


On this page are two pictures of the inlay 
card for Urban Upstart. We have been cun- 


Faddress to: RICHARD SHEPHERD/GAMES COMPUTING COMPETITION MAY 84 | 


| Software title required:....... 


pacing ENUSt un en: . ce ea 





ning and blocked out some parts of the pic- 
ture and added some. All you have to do is 
ring the differences, fill in the coupon, and 
write the number of differences that you 
have found on the back of the envelope. 

When you fill in the coupon make sure 
that you specify which machine you have 
(Commodore 64, Dragon 32, or Spectrum 
48) and which program you want (Tran- 
sylvanian Tower, Super Spy, or Urban 
Upstart) remembering that Urban Upstart 
is so new that it isn’t yet available for the 
Commodore or the Dragon. 


Competition Rules 


1. This competition is open to all UK 
readers of Games Computing, except 
employees of Argus Specialiost Publica- 
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tions Ltd, their printers and distributors, 
employees of Richard Shepherd Software, 
or anyone connected with them. 

2. Aslong as the correct coupon is used for 
each entry there is no limit to the number of 
entries per person, photocopies will not be 
accepted. 

3. All entries must be postmarked before 
31 May 1984. 

4. The prizes will be awarded to the first 
150 entries judged to be correct by the 
editor. 

5. No correspondence will be entered into 
with regard to the competition results and 
it is condition of entry that the editors deci- 
sion is final. 

6. The winner will be notified by post and 
the results will be published in a future 
issue of Games Computing. 
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At R&R we believe 

that value comes first, 

and we make it our business 

\Coe-lai-10 (om lalla ome) ce) y(e(-melelee| 

quality programs at realistic prices... ~ 

for your enjoyment. _ Ss 
ALL ARCADE GAMES NORMALLY HAVE i 
CHOICE OF KEYBOARD OR JOYSTICK CONTROL. ~*~ 
S)alele]om'Ze)0ma'-\\(-Mollag (eel iNmlame.e)t-lialiale Melle) gee [lene 
from your local Dealer please send cheque or Postal 
Order indicating titles required, for return of post service. 





CHOPPER X-1 


(For any ZX Spectrum 
hopper X-1 Gunship— 


forces and save tne 


You command the Spectrum C 
Your mission is to repel invading 


earth An action packed original game in full machine 


ane. £0.00 


code 


GOLF 


(For any 7X Spec*um) 
Enjoy a game of golf tn the comtort of your own home 
With the choice of a 9 or 18 hole course and the 

challenge of Fairway. Rough, Trees. Bunkers. Water 
& Green Displays are in realistic colour graphics 


with ful score cards No two games are alike’ 


R.RP £3./5 


DEALER ENQUIRIES WELCOME 


R&R Software Ltd. 
5 Russeli Street, Gloucester GL1 1NE. 


Tel (0452) 502819 


GALAXY WARLORDS 


For any ZX Spectrum) 

A fast action machine code space game in which 
you detend your position as Galaxy Warlord against 
attacking enemy starships. Both your patrol-ship 
and rockets are steerable The enemy never seem to 
give up! Full colour action graphics and sound for 


a ane £0.00 
GNASHER 


(For any ZX Spectrum) 
The “famous arcade maze game with fast machine 
code action, excellent graphics. colour and sound 
Eat-up all the dots before the Ghosts eat you. or beat 
them to an energy pill which will allow you to eat 
them! Hours of addictive fun 

with on-screen scoring and bs \ 

high -score tape-save Capability 


rest ane £4.95 


& 


SOFTWARE 
AVAILABLE FROM LEADING DEALERS NATIONWIDE 





JUNIOR ARITHMETIC 


(For any ZX Spectrum) 

An excellent educational program for 6-9 year olds 
The fun way to learn and practice Addition 
Subtraction, Multiplication and Division Mistakes 
are corrected and expiained. along with a running 


total of correct answers 
rae. £4.95 


Terrific value at just 


STAR TREK 


(For 48K Spectrum only) 

One of the original computer space games. but this 
program Nas many up-dated features normally only 
found on larger computer versions. Test yourself as 
Starship Commander as your mission takes you to the 
outer reaches of the Galaxy to 
protect Federation Space. the 
Starship and yourself! Excellent 


value at RRP £4.95 


SPECTIPEDE 


(For any ZX Spectrun 
Enjoy the thrill of this full machine code arcade game 
Battie to Keep the Spectipede at bay but watch out 

fof a very unpredictable spider which is out to 


For 1 or 2 players with top score and on-screen high 


i Sivan aap. £0.00 
OTHER COMPUTERS? 


send S.A.E. for a full list of our growing range of 
sofware now available for 2X81 and ORIC-1Computers 


get you 


Ss CALLING ALL PROGRAMMERS ... 


) WANTED New, Quality Software. 
Send us your latest Program 
for evaluation — NOW. 










MAIL ORDER _ 
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AGF Joustick Interface II 
for Soectrum or ZX8I 





Now the AGF Interface Il is even better value, Since we When you feel like upgrading to a more Hexible joystick 
pioneered the cursor-key interface in October 1982 there system you can claim 12.5% off the purchase price of our 
are now over 100 games or utility programs with either the Programmable Interface 


AGF option or cursor key controlled — that makes it = 
All AGE Joystick interfaces will work With any! indusiry 


standard joysticks using Spin 'D’ plugs — including Quick 
Sull incorporating the all important rear expansion con Shot ll and the new Trackball! controllers 
neclor which means other peripherals can be connected at 
the same time i.¢ Ram Packs, Printers, Speech Units ete, 
and of course the key replication principle used guarantees 
this will never conflict electrically with any other add-ons. 


unbeatable at this new low price 


Don't settle for less ehoose AGF 





Joysticks goc 


The choice is yours. The standard QuickShot is excellent value 
incarparating suction cups for surefooted precision and a comfort 
ably contoured handle with a convenient top firing button, plus 
conventional button in the base 


Four feet of cord terminates in the industry standard §-pin “D’ plug 
for compatibility with our interfaces or direct connection to a 
selection of home micros 


The mew QuickShot ll has improved styling with a trigger type firing 
control a6 well as the top firing action and a broader base for greater 
suction stability. The rapid. fire switch, which allows @ continuous 
stream of sheds where normally a button press is required for each 
one. is located in the base for easy access in use 


Cord length and termination is as the standard QuickShot controller 
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=== === discount off our Programmable 
Interface~valid 1 year on orders over £18 
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Spectrum only 


FROM MAMAS MISS 


A CHEQUE/POSTAL ORI DE Ri P AYABLE TO AGF HARDWAA iE FOR i 


TAMP NEEDED) TO: 4.G.F Hanpware cept. GC, 


FREEPOST BOGNOR REGIS. WEST SUSGE x, PO?2? SBR 


oO Ty 


solzi#2.4.=/,.. 
‘post free both ways 


Spat hi fram stock 








AGF JOYSTICK 1 TERFAC E ll 


QUICKSHOT JOYSTICK 
med Ch 1] JOYSTICK 





Please allow up to 2B days from receipt of your order although we normally | 7 Sane a 
a ‘J | 
within 7 days. All AGF products are guaranteed for 12 months and are supplied on a 14 day money OU CHE ni See 
back undertaking. AGF Hardware, Bognor Regis, West Sussex Telephone: (02743) 923337 2R SPECTRUM © lease tick NAL TOTAL 
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TERMINATION OF 
THE ZEECON 
STAR /S ALMOST 

IWLETE °°" 






The star Capsule is trapped inside a 
giant star. Your job is to move it around 
the inside of the star trying to absorb 
‘pockets’ of energy-giving radiation. 

Can you accumulate enough energy, 
and thus points, to reach the randomly 

enerated minimum level to escape 
rom the fantasitc gravity of the star 
before the star ‘quakes’? Can you do so 
within the time limit (also randomly 
generated) to get a bonus? 

Try it and see if you can get to the 
next, even more dangerous, star! 

Controls are ‘A’ to move left, ‘D’ — 
right, ‘J’ — up, and ‘L’ — down. 


RUNdown 


Lines 
5-22 


25-40 


50-95 
100-240 
250-260 


Action 


Initialization, setting up of 
variables for score, hi- 
score, time, definition of 
function by which to mea- 
sure time, Also setting up 
of screen colours. Line 12 
initiates the time and 
determines the colour 
variable C. 

Routine to define the gra- 
phics for star points and 
capsule (‘p’, ‘q’, ‘r’, ‘s’., 
and ‘t’ in ‘G’ mode). 
DATA for the above. 
PRINTs the star shape. 
Defines and PRINTs mini- 


L/GAl7= 











270-300 


400-410 


500-547 


550-560 


600-645 
650-680 


690 


700 
710 


mum level (ML) and time 
limit (TL). 

PRINTs nucleus, star cap- 
sule, and executes sub- 
routine 1000. 

Defines graphics charac- 
ters for radiation quanta 
Ca’, ge ‘oc’, 3 P and ‘e’ in 
‘G’ mode.) 

Makes the nucleus radiate 
and executes subroutine 
550 


Decides if co-ordinates of 
either radiation quanta 
equal those of the star 
capsule, if so subroutine 
650 is executed. 


DATA for radiation 
quanta. 

Makes the star capsule 
change through three 


colours and back again 
with sound. 

Increments score accord- 
ing to the distance from 
the nucleus that the radia- 
tion was absorbed. 
Executes subroutine 
1000. 

Determines if the time has 


720 


740-745 


747 


750 


760 
800-890 


815 


824-825 
830 


850-878 


om 
\ MUST 


reached or exceeded the 
time limit. 

Determine if the score is 
great enough for the cap- 
sule to escape. 
Determine the time since 
switch on and check that 
the time is correct. 
Increments the time, 
accounting for radiation 
movement, any absorp- 
tion, and program time. 
Transfers control to 500 to 
continue the game. 

As 720. 

‘Starquake’ routine, 
causes nucleus to disin- 
tegrate and star capsule 
to shatter. 

Converts capsule PRINT 
AT co-ordinates to PLOT 
co-ordinates. 

Change X and Y co-ordi- 
nates to fit on screen. 
Calculate the horizontal 
and vertical distances of 
shatter lines, and then 
DRAWs them. 
Disintegrate nucleus and 
star. 
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~ 


wf (BREATHS 
a , GRAVITY 





LIN ETERNAL 
MGHAT [5 FILLEP 
WITH! THE AWESOME 
GLARE OF DAY! 


879-883 
885-890 
900-995 


920-930 
935 
955 
975 
980-994 


995 


PRINT ‘Starquake’ and 
END messages. 
See if you want another 
ame. 

scape’ routine. Lines 
905, 907, 910, and 950 
decide which way to 
escape, depending 
whereabouts in the star 
you are, complete with 
sound effects. 
Left. 
Right. 
Up. 
Down. 
PRINT escape message 
and sound. 
Switches off FLASH and 
INVERSE, adds escape 
bonus of 50 points, and 
transfers control back to 
line 12 for a more difficult 
Star. 
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1000-1100 Routine to move capsule. 
1025 


1030 
\ 


Decides if energy quanta 
are at capsules co-ordi- 
nates and if so RETURNs 
to allow quanta to be 
absorbed. 

Assures that capsule is 
within the star. 


Variable used 


High score. 

Score. 

Star number. 

Time. 

Time function. 

Colour variable based on 
star number. 

Time since start. 

Time limit. 

Maximum score limit. 
Co-ordinates of star cap- 
sule. 


p,q 
a$ 





Co-ordinates of star cap- 
sule by pixel. 

Horizontal and vertical 
distances of end of shatter 
lines from centre of star 
capsule. 

Angular multiplier. 

Angle of shatter line. 
Random radiation shape 
decider. 

Radiation representative 
variables. 

Co-ordinates of radiation. 
Co-ordinates of radiation 
variables for absorption 
routine. 

INK colour in absorption 
routine. 

Current time since start. 
Disintegration co-ordi- 
nates in routine 800-890. 
Answer to replay ques- 
tion. 


275 FLASH 14: BRIGHT 1: REM prin 
nucteus 


ot 


250 PRINT AT 12,153", ""7AT 13, 
Ls 2 ST 2 Ss 
1 REM ¥## Starquake +x =2 + - RRTOHT @ 
5 REM # By tony Heath # Sen Sk eee Lae 
Son era se jPoe. NK c: PAPER 7-e: PRINT Ay 
2 LET h=@ “800 LET rg$=" ": LET s$=" “: Ga 
8 COEF FW tt) <(655S56sPEERK 2967) os sano : 
ee ey soa eee 4€A@ RESTORE 600: FOR i=97 Ta 1a 
12 LET sn=@: REM star nusber Sore ears PRE Eo 


EE Se 

12 LET tieFN_ tt): PAPER @: Cie] (a¥o geek (ese 4 

i t67 Cel LET sneasntt: Let ees S@Q LET r=INT (RND*3) 41 
XS 2F Sn’ 7 FIN)  tsnct) THEN LET “< Sa4a, TE r= THEN Ler cso 
eee ee bs S@2 IF ¢=2 THEN LET r$="e" 

ey | CLONE. SS PAPER oe PRINT Star SQa IF r=3 THEN LET an. eae ae 
> | oO LET s$=r83: GO SUB 12e28e 

7 aANK_c: PAPER ?-c: BORDER @: EG5 GO TO 510+2Gz¢INT (RND#2) 

PRINT Seo re <. 33S; AT Q,24; ee Se ; S5AQ REM RADIATE UP AND DOUN 
t CS _-> -_** cai 

20 PRINT AT 1,12; "Time: ";t S20,TF c=@ THEN LET $="? BET 
a a ee we es BY Tons Heatr SiS LET j=144+INT (RND#5) 
Lar Vigo; “Star. 0. 7S Boy 2 SPQ FOR k=1 TO S: PRINT AT 1414—k 


f, 


- 
ae 


, #EeRESTORE, So; COR cn232 70,23] |tdar seen. jeag’ 2 SeRT AAtR oS) 
= Star Points an capsule =5 =1a—-k: Ey n=J2 LEY ‘oa 
yeetphQOR a=e@ TO 7: READ n: POKE feet Ler on: BO SUB Sse 
JSR CHR (cit+a,n S25 BEEP @.63,k: NEXT kK: PRINT 
4Q@ NEXT a: NEXT c: RETURN ay 2456.55" Sf8)T teak, 32° © 
58 OATH BIN @0010890, BIN @0@14| \“ca5 4, 74 =a> ‘ 
2AQO,BIN @@1118@0,BIN 00111100 SPQ REM RADIATE LEFT AND RIGHT 
rie een G, BIN 91111198,B6IN 61113] | =sa Ie pos THEN LET s$=">" 
EG BATE Gun ook oe tes S&S LET j=1Q+INT (RND4#S) 
2247,BIN GQ 1 ee Ore FA, BIN 90000] | Saa FoR k=1 TO 10: PRINT AT J,2 
BO N Ga@ ILIA, N Ott 33a334 Riek Geet POPE VO a ok Se eae ee ke ee 
2), DOTA 2S5°,01N OG1 24915 83N @ "a hy so anyeice °° ; ; 
2321111,6IN 808899011 s4> LET m=). LET n=14-k: LET o- 
BOG Be FW, G2N 16690880,6IN 11160] |,""*fep paoistk: GO cue Soo 
$8@,BIN_ 111111908,255 “S45 BEEP @.@3,k: NEXT k&: PRINT 
_ 62 DATA 255,254 Ciliates) betes ose 


25 DATA BIN @@11110@,R8IN @aiii| | S22 GO SUB 1000 





®3@,BIN @@011000,BIN 26310000 cS ae See eGo ea eee 
98 DATA BIN O808E110E00,B8IN BoeoO1i1 =50 LET i-6- RETURN 
¥Y¥B,BIN 881111900,BIN 011090119 683 DATA 9,32,81,138,4,9,9,8 
eo PATA BIN 11100111,255,258,2] | 63a Sata 223,24 285 -2°4'3'o° 
55 62a DATA @,4,8,4,1328,81,32,a 
Mae Bares ohn Ss ogee 850 DATA @,32,64/525564,32/8,28 
, =e a = = = 5 4 
ice PRtar ae 4a Se oe S4@ PATA 16,16,16,16,16,84,56,1 
Te PRINT AT 5 5S 5 ee | 
| ee 
L=@ PRINT AT 6,6; ‘_m 
we 
240 PRINT AT 7,5; “es 
15@ PRINT AT S,4; ‘et 
16@ PRINT AT_9,3;"s" 
ca 
i?@ PRINT AT ee 
Le@ PRINT AT 1125 “a ) 
49@ PRINT AT °22,1;°.2 7 
i ie 
125 PRINT AT 13207 4 J 
232 PRINT AT + 
210 PRINT AT 15.2; "S08 
PAS PRINT AT 16,9; “E 
22@ PRINT AT 17.3; "es SECONDS 70 awO*’ 
225 PRINT AT 18,4) °%, 
ms 
230 PRINT AT 19,5; "% 


@.7 Se poe pk EL, ALO, 22., 
i e116, 204 . 
255 PRINT AT Sule absorbs radiati 
RTE eee 

2420 PRINT AT 21,14, °==yeum: 

250 LET ml=sn#1@e@@+INT (RND#1280 
Sirs: Ler etSteeiny tmi vias fer 
rr t=iInet C(mt—-s) +S) -INT (RND#5@) + 


2608 PRINT AT ky os “Pre Seek Pee ee 
Pye: ae Os Weer ie 

2/704 PAPER S: INK 7: LET x=1@- a 
okt WN Reser | 


NM 
& 
mn 
| 

ry 


7 
| 9 
...° 


J) 


3S . m9 

SRT, AT Ux ra 

i> BEEP @.87,4 

PRINT AT w2>.%;5 

CEP Ses eee (24-—K}2 PRINT Af 


3 
iO SUR 1000 


Si 
Pay 
o 
"7 
= 
=: 

-i 
ne 
Ce 
J 
mas 
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GQ TO 78 
Ga Ta aae 


CO ey ey 

KT HH 
ee 

re et 

mee few we 


~Jnind 


PRE See ha 


(fou oy 
ee el] Be 


Ct2—-114+0.083eK +0 


een 
() 


OOP fee 
YW- 
vO 


THEN GO TO 9¥e 
7 reutine 
y: PRINT AT 
FLASH @: PAPE 


~« Dis) srt pas 


ar 
Nh Ne 


T a=S?*ex4+3: LET b=1?72-B#yY 
L=i FO 42: LET Li=tzPis 
(RNDES) 


ul 
aa Hep 


THEN Sy . 
(8¥y+3) SIN 
—2U: 


Tf 
SGEHSUR YSU) BEEN KN 


B 


| eon a=] fhe & 
> PRINT AT 12-2*tp,15-q; PHPER 
", "GAT iA2-2sp,i15-q; PAPER Y-c 


7S BEEP @.@1,P#qQ: NEXT @Q: NEXT 
PRINT AT je-Sep,14-a; PAPER 
a Be oe kK, 


tes «j Oi: ui 


= 


sh ns 


&4 
8 
ras 
S 
8 
S 
8 
p 
ee 
; & 
rm 
1) 
a) 
N 


rn AT StinT CRND#i7),INT tRND#3 


AAPER S-c: PRINT AT S+iINT ¢ 
»,INT (RND#31);CHRS (1314+T 


FER ‘@,82, INT ((p-3S08) 72): WN 


m 2a 0 
a 
|-J es 
oF 
Hs 
am 
nN 


NVERSE 1: FLASH 12: PRINT & 


R’'S;AT 14,105 "Hee EHEEHEE': TFT 
@: FiLasH e 


2244 


reromH<xOocm 
EDIT ET b> Mazel = 


‘OM bh 


Bre ag cee res 
| SSS cher © ail Sy 
points and": Pr 
;5Mm53° Star”; 
PRINT "s “; 
"> t"* "Seconds 
oyed": PRINT 


= 
C4 


F soh THEN PRINT “* “You 
;: JANNVERSE 1: PRINT 
e: PRINT “-scaore!" 
ES et fest 
"= "="Ppa you want anathe 
me (yrn)?" 
LEY aS=INKEYS$: IF a$="y4" OF 
TY THEN Gh TO ie 





Coan cow a © 29 
J Od Glew 


@ i 
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Tony 2 begte IEF | 


SOMwWMt 
JQaGQlI:: 


PRINT AT Pp, 


cio wisi wll ® 


te 

=i! 

NN Ree 
inesga~w gin 


{{» 


& FOR p= TO 10@: PAPER @. PR 


ah 
oy hee 


i oo eae Poe or ap sls olinrs eye] 


"LO" 


Pal TUS GOTO: 
O+ AQMP SOUR 


Last star.| 


> 


sgauou™ 


Oy TPP 
a x 


l 


IF ag="n" OR ag="N" THEN IN 


PRPER - PRINT AT 318,233; 
: STOP 

GO TO 83856 

REM escape routine 

FLASH 2 sda 

TF x<S OR x3.24 THEN 30 TO 


- 
= 


IF: y=15 THEN GO TO 350 
TF x}15 THEN GO TO 335 
FOR a=x Ta i = =e -i1 

PRINT AT Yvo,a; 


BEES @.07,.2£0@: BEEP 6.24 
oh aA ae So: FLASH O&: LEST s==s 


238 NEXT a: Go TO 8eauv 
Sao50 FOR a=x TG 3 
34@ PRINT AT y.as" “GAT ¥,atrtd; 
“: BEEP 8®.@2,a-20 _ 

(+5 NEXT a: GO TO 3s8e 

@ IF ytis THEN Go TO 387e 

S FOR b=4y FO SB SBITEP -i2 

® PRINT AT b,x,” AT b-1,X; 
BEEP 28.082, 14-b 

‘SS NEXT b: GO TO vou" 

Y Fee B=9 shu 2a 

=— ESRI)? br box: “Ga B- bi, 

: BEEP @.MS,5=—L1: Nex? oo 

988 PRINT AT 5S,2, "Welt daoane,you 

have escaped! !™": FLASH @: PRINT 
"“Now prepare yourselrF ta try 

escape From the next.even mo! 
= deadlier staril"” 

S3Q0Q INVERSE 1: FLASH 1 PRINT #& 
12,35; "FEF EREEEEEFEFFE"GFAT 123, 
“ESCAPE BONUS—-— S@",AT 14,3; "#2 

SEREEREEEREE" 
= 


: : {eg="a") +(e ga"d 
LET y=yu-(leg$a"j") + (eget 
I= SCREEN CU eee he ee Ce 
=—5 (6 Hoa" 1—tes= d"t: £ 
See ee 

Paty Fie Geox, oo a oREmuR 


7>AT y,a-—-1;3 


tar capsule 


Hiresalt City is for the Oric 1 or Atmos 
but could be altered to suit any compu- 
ter because there are no specific PEEKs 
or POKEs in the program. The game 
has been written in ‘HIRES’ and the 
‘Alt‘ernate character set is used to 
achieve the background. 

The game is easy to understand, and 
although it is very fast, it contains 
nothing which would confuse some- 
one new to programming. 

The object of the game is to drive 
your runner around the City which 
appears on the screen without crashing 
into the perimeter wall, any of the build- 
ings or your own trail which is formed 
as the runner moves, for 1500 cycles of 
idpt- e)gele|e-lagmm(@lal-nen' Zeno) male e)geleie-lag 


is equivalent to the runner moving one 
pixel). On completion of 1500 cycles a 
new City appears with more buildings 
to avoid. 

Each new screen becomes increa- 
singly more difficult until the sixteenth 
screen when a new type of city 
appears. This city consists of a perime- 
ter wall but instead of containing build- 
ings it contains vertical lines which are 
separated from each other by two pix- 
els and by the perimeter walls by one 
pixel. The object of this is to steer your- 
self around the vertical lines. You will 
find that speed pressing of the cursor 






keys is required if you are not to die. 
Even then the game is not at an end! 
More cities appear on the screen mak- 
ing each new screen harder than the 
previous one. The game ends only 
when you have crashed on three occa- 
sions. 

The game uses left and right cursor 
keys only. But it must be borne in mind 
at all times that left and right apply to 
the runner and not to the user! 

While the city is being drawn you will 
be able to decide which way to go. It is 
wise to do this because the bottom line 
is always clear, whereas the path which 
the runner will automatically take 
(straight upwards from the centre of 
the bottom line) has obstacles to avoid. 

HINT — On the special screens 
remember that it is possible to turn 180 
degrees by pressing the same key 
twice very quickly. 































Variables used 


A Position of the runner on the x- 
axis 

B Position of the runner on the y- 
axis 

C Variable used in most of the 

D 







FOR/NEXT loops 

The direction of the runner, if: 

D is 1 then the direction is UP 

D is 2 then the direction is RIGHT 
D is 3 then the direction is DOWN 
D is 4 then the direction is LEFT 
Variable used in the FOR/NEXT 
loop of the explosion 

Number of lives used up 
Number of points so far raised 
from completed screens 

The contents of the next pixel, 
used to detect a crash 

The data number which has just 
been read 

The number of buildings to be 
avoided 

The counter within the REPEAT 
loop 
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RUNdown 


Line 


5 


mie) 
20 


30 


Action 


Stops the first screen from 
being one of the harder 
screens. 

Defines initial variables and 
tests keys. 

Decides which direction to 
alter position in and tests for a 
crash. 

Plots the runner and tests for 
end of the REPEAT loop. 


pheleSe AO \i(-1e-mella-reitle)amelam <-\’mel-iiale| 


pressed. 


200-230 Alters the position of the 


300 
305 


runner. 
Explodes the runner and 
changes screen colours. 
Finds out if all the lives are 
used up. 


310-320 Ends game. 


500 
505 


510 


Draws perimeter. 

Chooses normal or harder 
type screen. 

Draws buildings. 


520-530 Prints “Hiresalt City” at the 
top of the screen. 

Sets up vertical lines of the 
special screen. 


550 








= tarcade presents 


SAVAGE PUI 


A truly remarkable depiction of life cycles in a 
freshwater environment. A semi-educational pro- 

ATARI” gramme with high resolution graphics, crammed 
with thrills, spills and excitement, featuring: 


COMMODORE Amoeba (Rhizopoda); Hydra (Chlorohydra 
64° Viridissima); Dragonfly (Erythromma Najus); 
Bloodworm (Phylum Platyheminthes); Jellyfish 
(Craspedacusta Sowerbeii); Beetle Larva 
(Macroplea Leachi); Spider (Argyronata Aquatica); 
Water Fleas (Scapholeberis Mucronata); Bumble- 
Bee (Bombas Lapidarius); and our special guest star 


THE COMMON FROG 


(Rana Temporaria) 
jones ...In its conception 
Brilliant... in its depiction 
Dynamic... /n its execution 











“Savage Pond is a real joy. A totally unique concept, well 
thought out and superbly programmed. Whilst a far cry from 
the usual arcade action it retains all of the excitement. It is an 
ideal family game and children and adults alike will marvel at 
the graphics and storyline... you will not find such an original 
and compelling game anywhere else. Buy it and sit back 
knowing that one of the most original games ever programmed 
was written here in Britain.” — PAGE 6 — an Atari Users Magazine. 


DISTREBUTED By 


CENTRESOFT P.C.S. LIGHTNING CALLISTO TIGER 


(021-520 7591) (0254-691-211) (01-969 5255) (021-643 5102) (051-420 — 
pet cease ates anes ener a meee en eeeewereeanses 
| STARCADE SOFTWARE, 2 Elworthy Avenue, L26 TAA. ! 
ASK YOUR ! Please rush me ........ copies of SAVAGE POND suitable 
IE IN LOCAL DEALER } for atari/Commodore 64 (DISC/CASSETTE). 
' ase debi ccess Car (Delete as necessary.) 4 
DIFFICULTY OR 1 es gars iremenales ! 
RING OUR POST THIS | fone Fee et oh 
AEC aie Canns COUPON | | enclose Cheque/P.O. for £............ | 
SALES LINE: ? INERITIO!: aa ocala wk al Bla caca bea cad eee eNetienw zen oher ete eo alien enenanenn 


051-487 0808 (24 hours) | 
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FOR THE UNEXPANDED VIC 20 
and the CBM 64 


3D Silicon Fish by Chris Stamp 

Sillo has to collect Silicon and return to Earth 
before the Krllyon destroys him. Will he make 
it and collect his reward? Only you can tell. 










ALL PROGRAMS 
ONLY 


£5.95 





F ‘R 
ANY sPECTRUM — THE BBC B | 
FOr by Peter Milne s lots of D ore _— oy Reiner Bjerkeli 
Spiders = S fttle spider. He ve nici’ INCLUDING V.A.T. ko down in Dan's dungeon are the ghast! 
Micky is 2 gree sae hig wed and are - 1st CLASS POSTAGE piace: he keeps them at bay with |j wid 
Flies and pene put it's rough for NUS" & PACKING BY RETURN by “Ene oa : Sai is very sweet acid is liked 
them to ¢* back. keep the seater a cs pene er help to 


the Flies bite Y. Can you help? 


AVAILABLE FROM ALL GOOD COMPUTER STOCKISTS 


Post coupon now, to: Thor (Computer Software) Co. Ltd., Erskine Industrial 
Estate, Liverpool, Merseyside L6 1AP Tel: 051-263 8521/2 







| 3DSilicon Fish | _ 3D Silicon Fish 
CBM 64 Unexpanded VIC 20 
| Spiders Web [ Mega Fruit 
Any Spectrum Any Spectrum 
WE WELCOME HIGH QUALITY SPECIAL OFFER _| Pyramid Painter |_| Desperate Dan 
BBCB BBCB 





PROGRAM SUBMISSIONS AND 
PAY TOP ROYALTY RATES 


Please debit my ACCESS/BARCLAYCARD (delete as necessary) 


~ ——- a T y r nL 
ee EN ie 
‘ i 4. i Sp =e | 

l enclose Checue’/PO for £ 


Free Poster With Every Game 



















DISTRIBUTORS / DEALERS ENQUIRIES WELCOME 


Credit Cards — Orders accepted by Phone — 051-263 8521/2 








PLAYER 2 SCORE BS 


#1GH 
sessseuceus 





eeo 
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THE ABYSS. You have t (e) find Tare, 
recover these magical creations 
and fight all the way by 
Flatatialit-itiale@e- lime dalesi- mY da lemee-lale| 
in your way. 

J.S: 





er = Se ee ~— = 


Enjoy the hilarious antics of the 
Comical Mouse as he overcomes 
all dangers to win the heart of the 
lovely princess by collecting her 
lost diamonds. He must climb 
ladders, slide down the chutes, 
use transporters and trampolines 
to jump across divides to escape 
and outwit his pursuers. You will 
be enchanted by the smooth pixel 
movement of multicolour sprites. 
Six screens with three levels i 


ae ; ~ a ae ae 









Realise your dreams of being king 
of the open skies. Fly your 
Ligele-bagialComvlale-l-taldlaleme ele mile Lats 
with enemy fighters. Prove how 
well you can handle your craft. 
Five stages of spectacular scenic 
graphics. Two player option. 
J.S. 





Think before you jump on the 3D 
hexagonal pyramid. Avoid being 
crushed by massive rubber balls 
and the deadly fangs of COILY the 
snake. 

J.S. £7.96 


THE NAME FOR 


Fe Talel-10haa-me Ze] Ol mi el-hige)Mele-}i@el 7-14 

giant moon craters § avoiding 

elele}(el-1e-Mr-lale Mallat -t-m4-1-)08- lam -1Z- 

ola ca-Male)(-igialek-lil-lakeg-liael-lalaele 

olelaaleliarem Zelemel¥) elm) (i (-lae-w 
J.S. 


Enter the realms of fantasy and do 
battle with the fearful fire 
breathing Red Dragon. An 
intriguing role playing graphical 
adventure with ‘SAVE’ facility to 
continue the adventure. 

K.B. 





A star trek game witha difference. 
3D graphics, real arcade action 
and a game of strategy against 
marauding space pirates. 
Additional features. 

K.B. AND J.S. 





Second in the series. Pit your wits 
against the cunning dwarf. A 
graphical adventure with ‘SAVE’ 
facility. 

K.B. £6.95 








LOAD FAST! 


* 
NO-SPECIAL EQ 
gSTACK LIGHT RIFI 
~~. ALSO AVAILABLE 


THAN DISCS. 


PMENT REQUIRED 


ALITY AND INNOVATION 


ANIROG SOFTWARE LTD.., 


Trade Enquiries: 


29 WEST HILL DARTFORD KENT (0322) 92513/8 


Mail Order: 


8 HIGH STREET HORLEY 


SURREY 


24 HOUR CREDIT CARD SALES HORLEY (02934) 6083 
PAYMENT BY CHEQUE P.O. ACCESS/VISA 


50p POST & PACKAGING 





SCSRe Soar ws > 2 Seeree tre 2 aE 
PEL TTT 





stelenlom-Ialemell-t-)@ueleim chm caleelele ial 

the six defence sectors and 

destroy the command module of 

aal-mO1@) 21510). M-lealelig-Me.4-1-)e8-Relless-) 

eye on the fuel as the city sectors 

may not have any fuel dumps. 
J.8: 


A galaxian-type game. Shoot 
the alien craft as they swoop 
down on you. You cannot shoot 
them while they are protected by 
the force field. 

J.S./Stack Light Rifle £5.95 





fj ANIROG SUPERFAST os 


ee ¢ 
= « 1 
et | ae 


PN tal- Me iaieiit-we) me dal-me-leer-le(-mer-Taar-) 
elgel ecole) ame Commil(- mmo) am (alam eelalaliar® 
animated graphics. Four screens 
Taledieceliaremel(-Wr-(eacelam-lalemeelit-lel-1- 
of KONG'S lair. 

K.B./J.S. 






Your party of six is under attack. 


As Indians gallop round the cabin, 


some try to sneak through the roof 
or window. Aim true or yours will 
be the last scalp lifted. 

J.S./ Stack Light Rifle £5.96 


Sina = “yy 





As alien fighters zoom_ into 
formation to attack you, the 
mother ship manoeuvres. to 
Capture your craft with her 
traction beam. One hundred 
screens of smooth moving pixel 
graphics. Two player option. 
K.B./J.S. 





< 


Saotas fA 
“~oe 


Bones. 





oe | i | 


The commandos have been sent 
to destroy your ammunition 
dumps. They weave _ intricate 
patterns as they advance. There is 
an extra hazard of target 
snatchers to hamper your aim. 
aim. 

J.S./Stack Light Rifle £5.95 
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Mleliamdal-m-lonilelames-[e1 (-1¢M~-1t-lamelan: 
twenty screen journey through 
the lush jungles and swamps to 
an ancient Aztec temple. The 
gorillas, the pirahna fish, the 
crocodiles, the snakes and the 
spiders not to mention § the 
voodoo man leave very little time 
for you to collect the clues that will 
open the temple gates leading to 
the treasure. 
J.8; 





Robots are marching relentlessly 
towards you from all directions. 
Attacking in wave after wave, they 
are determined to wipe out the 
human race. There are twenty 
levels including three special 
waves - BRAIN WAVE - GRUNT 
WAVE and TANK WAVE, with 
powers to mutate the humans, 


create pulsars and quasars and 
fire plasma bolts. : 


J.S. 








Taskset ey eres 


We're only writing games, and we're only writing for the 64. Rely on us to bring you the greatest games, 
the greatest concepts and the greatest value. 





The complete deep 
space saga. A radical 
Joystick action can bring 
inspired flexibility and a 
horrific kill-rate. The 
outstanding graphics 
include highly detailed 
craft and lots more than 
eight sprites at once. A 
full music and effects 
sound track 
accompanies the action. 
All these features 
combine with player 
options and a top 20 hi- 
score table to set new 
standards in hi-tech 
slaughter. 








A brand new character 
game. Poor old Bozo, all 
he has to do is to get 
home after a night out 
with the lads. That's 
easy until a wobble 
becomes a lurch and a 
stagger. Later into the 
night, all rules go out of 
the window as he 
disbelieves what's 
happening in front of his 
blood-shot eyes. An epic 
journey with ultra- 
smooth graphics and 
sprites which run rings 
round normal games. 





SUPER PIPELINE 


Keep the pipeline open, Foreman Fred and 
Plumber Pete have their work cut out. The evil 
ladderman drops metal wedges to plug the 
pipeline — and only Pete can fix ‘em. Pete trusts 
Fred to defend him against the six-legged 
Venusian pipe spiders and the hard case lobster 
while he knocks out the plugs and restores the 
flow. Full accompanying music and effects, 
options and hi-score table. 


JAMMIN’ 


Unlike anything else, a totally musical game yet 
highly colourful. Guide Rankin' Rodney through 
the top 20 mazes — each with an interactive rock 
sound track. Gather the instruments and make a 
band but watch out for bum-notes, dischord and 
that most deadly effect - distortion. If you've 
never heard the full music capabilities of the 64, 
grab an instrument and join the band. 


All available now on cassette or disk. 
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COSMIC CONVOY 
Just surviving is not good enough in this giant convoy. Control entire fleet. Which freighters must be sacrificed to get most cargo 
three fighters at once, to defend the huge transporters as they ply to the next planet. Full sound options and hi-score table complete 
between the planets. Only those transports reaching planetfall will the arcade package. 


gain galactic credits, and no-one expects promotion for losing the 
TASESET LTD — The Specialists 


Naturally, everything we've written for 
the 64 1s available on either cassette or 
disk 

Selected titles available from: 

W H Smith, Boots, Menzies and all good 
computer stores 


Major distributors include 
Microdealer UK, Websters, Centresoft 
and P.C.§ 


All games are the exclusive copyright of 
Taskset Limited. All rights are reserved. 
Be warned, infringement of those rights 
is an offence 





© MCMLXXXIV TASKSET LTD 13 HIGH ST., BRIDLINGTON YO16 4PR_ TEL: 0262 73798 
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T199/4A SOFTWARE 
PILOT £5.95 


A greal new flight simulation game for the unexpanded T199/4A. 
} Graphics display of landing strip and terrain map, plus updated 
instrument panel. Options for take-off, landing or in flight. Full 
Instructions included. Graphics andsound. 


TEXAS PROGRAM BOOK £5.95 | 
| 35 programs for the unexpanded TI99/4A, including 3-D Maze, 
Lunar Lander, Caterpillar, Horse Race, Invader, Morse Code, 
Arithmetic, Alien Attack, Organ, Evasion and many more. 

send cheque or P.O. or telephone with Access, Barclayeard for 
immediate despatch. Please add 50p p&p to orders under £7. Orders 
| over £7 post free. 


Access APEX SOFTWARE BARCLAYCARD 
Pr. N Swiss Cottage, Hastings Road, VE. 


St. Leonards-on-Sea, TN38 8EA 
Tel: Hastings (0424) 53283 





























Reward £500 to £5000 paid for good 


ut 
DON DON programs, adventures or arcade style 
NEON UE ERR for Spectrum, Commodore 64 and 


1m ANS | VIC-20. We will purchase out-right or 
mm ) ey es | royalty split. Immediate payment. 
THE poh OP peieRa PALL > | Send your programs quickly by 
Aa eee eee ai recorded delivery to: 


! Marshall Software 


Saturday 21 April 10a.m.to 6p.m. 37 George Street 
Software, Hardware, Peripherals and bits for all micros. 
Free unbiased advice from the club stands. Bring-and-Buy Hove 
ys|(a Velediel spa celele) diam @elsii-ic<4ale am fel eler-idiels | : 
Conference. Network Features. 


Admission — Adults £2.00 Under 12's £1.00 
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East Sussex 
BN3 3IB 


Avoid the queue — For advance tickets, write enclosing 
cheque made payable to Computer Marketplace 
(Exhibitions) Ltd. at 20 Orange Street, London WC2H 7ED 


A SHOW FOR ALL THE FAMILY, | ; 
DESIGNED FOR THEM AND THEIR MICROS a a eo ae 
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Xanagrams is a game to test your 
knowledge in words and spelling. It is 
basically aimed at children who are still 
at school and could be a great asset to 
someone who wants to perfect their 
spelling. 

There are three levels of difficulty to 
choose from. Level one is for junior 
school children, level two is for senior 
school children, and level three is 
aimed at adults. Each level has a selec- 
tion of words appropriate to that age 
group. 

When you have chosen the level of 
play you have achoice of the number of 
words you require, up to five words 
maximum. If more than one word is 
chosen the words will be _ linked 
together like a crossword puzzle. 
Blanks will appear on the screen in 
crossword form indicating the number 
of letters each word will have. To the 
right of this display, the letters that go 
to make up the words in the puzzle are 
arranged alphabetically. Therefore if 
more than one word is chosen the 
game becomes quite difficult because 
it is impossible to tell which letters are 


tuns on: Spectrum 























for which word and it is not just a case 
of rearranging them to form a word. 
The higher the number of words you 
choose the more challenging the game 
becomes and the higher the possible 
score. 

Xanagrams is available for both a 
16K and a 48K Spectrum. The memory 
contains over 5000 different words so 
the number of different combinations is 
vast and incalculable. The total dic- 
tionary of words is divided into eight 
lists. If you have a 48K Spectrum, all 
eight lists will be loaded at once but if 
you have a 16K Spectrum, one list will 
be loaded at a time, and after each 
game you will have the opportunity to 
load another list. 





This is not a game but somehow nota 


utility either. This is a program 
designed to explore the excellent 
sound capabilities of the 64 and uses 
the joystick as your instrument. 

You choose a rhythm and bass back- 
ing with options ranging from boogie to 
beguine with rock, blues, jazz and 
swing all featured. To this backing you 
add a melody line by moving the joys- 
tick. The computer ensures that only in 
key notes result so that whatever you 
play is bound to be tuneful. However by 
varying the speed and direction of your 
movements you can play some 
amazing riffs without any musical 
expertise. There is also a facility to 
record your masterwork and save it to 
tape (or disc if you buy the disc ver- 
sion). 

The main drawback is that you can 
only play in the key of C and as the pro- 
gram limits your selection of notes, 
chord patterns and “voice”, you can’t 
use it like a real instrument. 

Not quite a utility then but allowing 
for some good creative fun and with a 
novel graphic display of the music as 
you play which is attractive in itself. 


lf you have ever fancied being the 
person in the hot seat, running the 
country then here’s your chance. This 
is a game where you choose what 
benefits are to be paid out. This version 
of a basic theme comes with adequate 
instructions (a 12 page booklet on 
running the country) and reasonable 
loading instructions. 
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The objectis, of course, tolastaslong 
as possible. You start with figures 
balanced and that’s the way to keep 
them. Can you keep unemployment 
figures down, and stop inflation rising? 
You have to negotiate wage increases, 
put up the taxes, benefits and unfor- 
tunately just about everything else to 
survive. Could you survive a general 
election or even two? Full graphic 
displays, histograms and annual rating 
performance make this a good game to 
buy. Aword of warning do notincrease 
or decrease anything too much or your 
resignation will be accepted. 








This is a game which involves the skill- 
ful piloting of a craft using either a joys- 
tick or the keyboard, horizontally over 
the landscape. 

The object being not only to avoid the 
landscape but also to gain points by 
destroying the various strategic targets 
scattered liberally over the ground. 

The targets consist of missiles which 
are at first stationary but with the pro- 
gression of the game, are then 
launched and therefore have to be 
either avoided or destroyed. The other 
stationary targets include helicopters, 
fuel dumps, Space Wraiths and a Com- 
mand Centre. 

The firepower of the craft takes the 


GAMES COMPUTING MAY 1984 





Lifes 


i i) el 


GRIOTRAP | 


the squares (which disappear once 
covered) and moving over the bomb. 
The ee also donate bonus points if 
crossed by Mr. LiveWire. So far so 
good. The difficulty arises when 
another bomb appears once the last 
bomb has been defused. 

As the level of difficulty increases so 
does the rate at which the bomb ticks 
away with the added problem of a 
second bomb once the first has 
reached a count of 15*seconds to 
detonation. To add to the excitement 
(or coronary, whichever comes first) 
Mr. LW cannot cross squares twice but 
he can slide along the horizontally 
unused squares if trapped. 

To pass along through each of the 9 
Levels he must therefore defuse a total 
of 5 bombs, avoid the stationary skulls, 
mobile Boots (the number of which 
increase as the levels increase, as well 
as their apparent intelligence). 

In conclusion it can be said that that a 
great deal of attention has been paid to 
make the graphics and sounds as real- 
istic and stunning as possible (it should 
be noted that the melody option can be 
turned on or off according to your pre- 
ference). 

One very useful facility, is the pause 
feature which allowed the game to be 
continued after having had a tea-break 
during my mid-day break! 
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TWO GUN TURTLE 


Runs on: Oric 1 
Made by: Lothlorien 
Price: £6.95 


The idea of this game is to defend a 
strawberry patch in the middle of a field 
from differing varieties of bugs. This 
may sound any. easy but as the game 
promresse® the bugs move faster and it 

ecomes harder to stop the fruits dis- 
appearing. 

t the bottom of the screen a calen- 
dar ticks away and during the winter 
months snowflakes gently fall to the 
bottom of the screen. Hitting these 
earns bonus points. 

Among the types of bugs are snakes, 
hedgehogs, ducks, and skulls! Move- 
ment around the screen is achieved 
through joystick or keyboard, and by 
pressing two keys at once you can 
move diagonally around the screen. 

It is certainly very addictive if only to 
find out what other creatures inhabit 
the game! The use of colour and sound 
is very good and instructions are easy 
to understand. 

Two Gun Turtle is entertaining and 
Original and a machine code arcade 
game of the highest quality. It makes a 
nice change not seeing space ships 
blasting across your video screen! 





ALCHEMIST 


Runs on: Spectrum 
Made by: Imagine 
Price: £5.50 


You are the Alchemist who has been 
summoned to destroy the evil Warlock 
in his castle. To do this you must find 
four pieces of the magic scroll so that 
you are able to cast a spell of destruc- 
nen that will leave the Warlock power- 
ess. 

You are able to transform yourself 
into a golden eagle at will, and various 
spells can be found around the castle 
which may assist you in your task, but 
beware, the Warlock’s guardians are 
out to get you. They will drain all your 
stamina if you cannot find and eat the 
food parcels in time. When you run out 
of stamina you are dead. Nasty. 

| found the game interesting with 
some fascinating graphics, but thought 
that too little explanation was given on 
the actual object of the game. Also the 
line stating how much of the spell of 
desruction you had collected, would 
not print up. The Alchemist is con- 
trolled by use of confusing keyboard 
layout which prevents successful initial 
py until it can be memorised. 

he real challenge of Alchemist is 
obviously discovering exactly what has 
to be done to defeat the Warlock and 
stay alive. Once this is achieved the 
ame becomes rather repetitive and 
ooses it's initial interest. 
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form of bombs and bullets which are 
released simultaneously upon the 
depression of the fire key/button. Each 
game allows 3 chances to accumulate 
as many points as possible, from the 
targets to be found inthe 8 different 
sectors. 

An important factor to be taken into 
account, while hardware worth 
millions is casually being destroyed, is 
the rate at which the fuel is used. This, 
as far as | could evaluate, was a con- 
stant rate which can be replenished by 
a specific amount each time a fuel 
dump is destroyed. 

After having safely passed through 
the first sector (which was a challenge 
in its own right) there follow sectors 
which include a cave containing ‘Space 
Wraiths’, a meteor storm (where the 
meteors have to be avoided to enter 
the following sectors). There is also a 
city of Skyscrapers and finally the Com- 
mand Centre, which has to be des- 
troyed to attain the maximum points. 

he Control keys take a little while 
toget used to, but the use of a joystick 
alleviates this problem. 

The addictiveness induced by this 
game increases with each sector as 
sheer curiosity prompts you to try and 
find out what lies beyond in the next 
sector... 
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Runs on: Spectrum 
Made by: Penguin 
Price: £4.95 per pack 


The three ‘bookware’ packs which 
comprise the Trilogy are concerned 
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with the threat to Earth of the reptilian 
Korth civilisation. 

Escape from Arkaron is accom- 
panied by a cassette with three pro- 
grams on it; Testrun, which is the pro- 

ram of a Simulator developed for a 
aster than light space craft called 
Space Drive 1 which features heavily 
throughout the trilogy; Prisoner where 
you have to free a fellow Interplanetary 
Patrol member, and Raid. Testrun ts a 
low graphic, poor BASIC program 
which is basically just very tedious. 
Raid is a non-Real-time arcade-type 
game (imagine trying to play Jetpac by 
inputting up to six moves ahead). 

Besieged! is where the Korth use 
robot space craft to lay seige to the 
Solar system. Parts of this book must 
be ongue in-cheek, as they are quite 
hilarious. For example, Professor 
Heron explaining the current crisis 
says: “There are certain similarities 
with some of the languages we have 
used. The point is, we have definitely 
found the GOTO command...” “So... 
you can sabotage the programs by 
writing in closed loops!” burst in Xenia. 
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“Exactly,” said the Professor, smiling. 
‘We write in lots of lines saying 100 
GOTO 100 3000 GOTO 3000 and a few 
that send the program back to some 
line at random". Captain Berry was a 
simple soldier and didn’t understand. 
“But why not just destroy the command 
post?” he asked. 

The three accompanying programs 
are: Simulator, Landfall, and Alpha. 
Landfall is a Lunar Lander type pro- 






































él t 
r 4 ’ 
@ 
om ‘f pit te 


°k PLUs 






gram which starts off easily enough but 
gets progressively harder as your craft 
develops fuel leaks, and you lose part 
of your controls. A nice rendering of an 
old favourite but even this program is 
spoilt by bugs. 

Into the Empire is where Earth tries 
to turn the tables on the Korth, and is 
accompanied by three programs: Fog, 
Oldren and Empire. Will they succeed 
in their quest?, will Earth be saved? 
Does anyone care? 

The programs are slow BASIC ones, 
one or two are good, but the majority 
are not really of commercial standard, 
and are simply ag The books are 
probably good for a few hours enter- 
tainment for younger children. But | 
wouldn't go out and buy this one 
myself. 


Runs on: Commodore 64 
Made by: Sumlock 
Price: £8.95 


This is an action-packed game that is 
hard to switch off, for the simple 
reasons that the graphics and the pre- 
sentation are so stunning. 

At the start of the game there are a 
few pages of instructions which include 
the graphical display of the command 
keys with their associated functions. 
One very useful feature to note is the 
use of the ‘F1’ key to define the users 
preference of Control Keys. 

The object of the game is to defuse 
the bombs displayed by travelling over 
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Do You Want Fame and Fortune? 


Does brilliance reside in your RAM? Do your friends gasp at your 
own programs with envy in their eyes? Would you like to see your 
name in Games Computing! 

lf you have written a program to take the software world by 
storm and want to show your fellow readers just what you can do 
on a keyboard, cut out or photocopy the form below and send it to 
the Editor, Games Computing, (clearly marked PROGRAM SUB- 
MISSIONS) at 145 Charing Cross Road, London WC2H OEE (until 
16 December 1983) and after that to 1 Golden Square, London W1. 

Please send with your tape recording of the program a thorough 
explanation of the game, a line by line listing of how the program 
works along with a list of relevant variables etc. Also include any 
clues which you can think of to help owners of other computers 
other: than the one which the program was written for, convert it 
for use on their computer. 

We will look at games programs on tape for all the popular home 
micros and disc versions for the Commodore machines, Atari and 
BBC (40 track and Hitachi format). Whenever possible use CHR$ 
rather than command codes and please avoid making programs 
autorun. If you can let us have a printout of the program it helps 
and the same goes for screen dumps. 


P.S. They'll be paid for too! 


* PLEASE COMPLETE IN BLOCK CAPITALS 





Your Name Age 





Program Name 





Computer/memory size it runs on 





Amount of memory program occupies 





Other computers/memory size which your program 
runs on 








Any known bugs? __If so, what are they? 





Have you sent your game to another magazine Yes No 


Is it original/or a variation on a theme? 





Your Address 


Telephone Number 
Times to contact you 
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Does your game need joysticks? Yes No 
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CAN YOU BEAT OUR 
GREAT GAMES 


We've got the biggest (and best) selection of games 
for the Commodore 64. We think they’re unbeatable 


MORE THAN GAMES.. . 


Our FREE catalogue lists dozens of programs 
for your Commodore 64 to help you run your business, _ 
write programs, or just enjoy yourself. We've been producing 


top quality software 
since 1978. So if you want SUPERSOFT Y 
the best, just remember our name. . -AJ : 


SUPERSOFT, Winchester House, Canning Road, Wealdstone, 
Harrow, Middlesex, HA3 7S) Telephone: 01-861 1166 








Spring is here and romance is in the 
air. . 


1 NAMING THE DAY 
—-—-GBIV 


Add a boy’s name in the missing 
space to produce a splash of fine rain 
and a dash of bright sunlight. 


2 OPPOSITES ATTRACT 


You know the rules — get from a to b 
in four steps that make sense — 


HUGE 


TINY 
3 POPPING THE QUESTION 


Ask a friend to think of any number 
under ten million (10,000,000). What 
is the maximum number of ‘yes’ or ‘no’ 
guesses you would require to identify 
the exact number? 10,000,000 offers 
an awful lot of possibilities but the 
answer is surprisingly small. Can you 
program your computer to handle this 
binary sorting? 


4 PROPOSING THE TOAST 
Arrange four matches to form the 
outline shape of a glass as shown. Now 


place an olive in the glass. If there are 
no olives to hand then use your im- 
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agination, or a marble or button. Mov- 
ing two matches only, rearrange the 
glass so that the olive is outside. 


ee 





5 ONE OVER THE EIGHT 


The brother of an alcoholic died. 
Yet the man who died had no brother. 
How is this possible? 


6 IN THE SPRING 


Crack the code and complete the 
crossword we have started for you. 
Twenty five letters of the alphabet are 
used. All words should make sense. 
When complete, the shaded area should 
spell out a special message for a certain 
magazine editor. 






































7 TWO OVER THE EIGHT 


For some rediculously silly reason you 
have a three pint container and a five 
pint container. What is the easiest way 
to measure one pint (without leaving a 
note for the milkman)? You have as 
much water, milk or champagne as you 


could possibly want. 


8 ALL IN THE GAME 


Hidden in the grid are the names of 24 
board games — vertically, horizontally 
and diagonally — can you unscramble 


them? 
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9 LONG ENGAGEMENTS 


Jumbo Jim, circus owner and ringmaster, 
arrived in Falkovia with an old proposition 
for the King. He wanted to hire the Royal 
Castle for a whole month, starting from 
April 1st, as a base for his strange and 
wondrous acts. Jumbo outlined his plans 
— elephants would roam the Great Hall, 
tigers would prowl the dungeons, and 
frollicking freely in the moat would be 
crocodiles. At this point Jumbo demanded 
a snap decision of the wily old king. 
Being of a gambling disposition Jumbo 
offered a choice of payment for the con- 
siderable inconvenience that housing the 
circus would cause. But he insisted that 
the king choose one offer or the other 
within five seconds or the whole deal 
would be off and nobody would profit. 
Jumbo would either pay 2500 Glucks a 
day, for each and every day for the month 
of April. (A gluck at current exchange rates 
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is roughly equivalent to one pound sterl- 
ing.) 

Or, for the first day he would pay 1 Kip- 
po, (100 Kippos = 1 Gluck.) For the se- 
cond it would be 2 Kippos, 4 for the third 
day and so on, the amount doubling each 
day until the end of the month. 

The king thought short and hard for five 
seconds and plumped for the former. The 
choice seemed good — in a month he 
would amass a tidy sum — enough to 
replenish his armoury and stock up on the 
latest poisons and instruments of torture 
to indulge his passions. 

So, he and the entire retinue moved out 
to the home of his Chancellor, Pocklington 
— whose hospitality was abused for the 
next thrity days. 

Did the king make the right choice? 

How much did he accumulate? 

And how much would the alternative 
have netted? 





ORIC 48K £6.95 PASE Joy. Stick Compatible 
Any SPECTRUM £5.95 Any Joy Stick Compatible 


Lothlorien ‘ACTIONMASTER; ‘WARMASTER'’ and ‘ADVENTUREMASTER’ games are 
available from John Menzies, Lightning Dealers and leading software outlets. Fora complete 
list send for our free colour Catalogue. 


MC Lothlorien, 56a Park Lane, Poynton, Cheshire SK12 TAE. Tel: 0625 876642 
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Post to; REDSHIFT LTD, 12C MANOR ROAD, 
m™ STOKE NEWINGTON, LONDON N16. 


Please send me the following items; 
(tick item required) 


REBELSTAR RAIDERS APOCALYPSE 


Please send details on 
Apocalypse and other games. 


TEL: (Day) TEL: (Eve) 
Please allow 7 to 28 days for details on Apocalypse and other games. 
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Gnd dock with a satellite as many times 8S 
then return safely to 62 
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has to be made before 
jaunching the first ODjeCuve - _ 
enter orbitisto bring here Sarate, THe 
down so it is in Ine with (0 oe doors. 
next task is to paper spe cargo bay doors, 
. Shuttle speed and position is iekgar : 
‘ob so that docking is made poss! oA 
docking sequence is printed * ey pe 

|, including tips to make [ft : 
pple successfully docking dae Moe 
satellite, the shuttle has to be 


the right speed. There is a de-orbit se- 


| Re manent caaeheve to be done . re 
_ enter the atmosphere; position, . : i 
velocity ond oe, ges golig exact s 
manage the heat build up and correctly — 
| positon the shuttle for the final aigeaeah : 
"Toland at Edwards Air Force Bas®, co 
‘cent is critical. Sounds are heard a jena 
| stage of the mission, including @ § ig 
poor and the screeching of tyres. 
Problems that you may ees 
against when you are flying are pried 1 | 
recht Rison ranks that YOU Tey 
_ solutions. Also, Fame ig’ — if you 
“achieve and ‘Earning Your Wings’ — I YOU 
ae rieve the sixth and final docking with the 


_ round, the engines fired and decelerated to 



































Runs on: Atari VCS 


Made by: CBS Electronics 
Price:£29.95 





In this game the baddy, Gargamel, has 

captured Smurfette. You must reach the 
Castle avoiding dangers and rescue her, 
you being a nimble-footed smurf. 

Your first mission after coming out of 
your mushroom house, is to go through a 
forest. The forest is dangerous because 
Gargamel can send out his creatures or 
play tricks on you, so beware! 

You can retrace your steps if you see 
dangers and go back towards your 
mushroom house, but some creatures may 
follow you. When creatures do come out, 
the right kinds of jumps or ducks have to be 
made to avoid them.. Short jumps bounce 
Smurf straight up so he can dodge hawks 
and bats. Walking then jumping quickly 
makes a bigger jump. Jumping quickly 

twice in a row makes the second jump 
even higher. 

lf Smurf falls or is knocked down then 
he may feel too tired to travel farther. Then 
another Smurf must try to save Smurfette 
from Gargamel. There is an energy level in- 
dicator on the screen and it drops low 


tellite with a certain number of fuel units — 
io, you nat send off for an ae , 
Patch’. useful acronyms and a glossary S16 
| Graphics are good and also legit : 
from the shuttle eS or avert : 
There is plenty of noise and colour a So 
sky becomes lighter and lighter a8 Yue a 
nearer to earth, for example. There are Nr 
" plenty of dials for trainee astronauts tol00% = 
a ee 
One criticism of this game! a . 
there should be some way of halting the 
action as you have to keep King Gi 
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Made by: Atari oo 
when Smurf’s feeling tired after walking a oes rice ig 1 9.95 : 
long way, but as soon as he enters 2 new te Oe os | 


land his energy is restored. 
if Smurf reaches the castle he has to 


i table, and 
ump on to a chair and then a ,» an 
vet finally onto a shelf where Smurfette Is 


ring at you and yo 


drops 


© graphics are very good, for 


game, you win an extra Smurf. example Snoopy f 


This a colourful game, but the graphics 
are not as good as the Colecovision 
‘Smurf’. For example, Smurf s house does 
not look like a mushroom In this version. 


tches out behind him in 


the wind as he flies along his red and white 


kenne} 





: h On the screen ther no 
There is music playing all the way throug 3 vivi ere are hills, cloy 
Tt er \- vid blue sky, , COuds and 
the game which is very similar to the Co skill level. Pionnore are several different 


vision version’s tune. . 
aaa are more dangers in the Atari 
game, including rivers where Smurf could 
drown just leaving his hat poking out of the 
water. Another nice touch Is that when 
Smurf finally reaches his beloved 
Smurfette a red heart appears over the 

h of them. 
saat level one is easy, probably for 
younger games addicts, as there are no 
creatures out to get you. Level four, the 
highest level, is difficult, although after 
much practise when your timing has been 
perfected it can be accomplished fairly 


easily. i 


Of Snoopys and 


ue it Red Baron hits your kennel, a 
oles PP iti Chee ane ; line of these 
7 SEBOPY and his kennel fall 

ground and another Sr ple 
carry on with the fam cee 
oe loses all the things he pa 

‘ed — these could include | “ag 
cream bun ude bones, 
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Number of points voi; + hing shows the 
clear colourful pictues bee Meu 


have gained. 
This game is good fun to Play and all 


vcd it is also fairly ea Vise ne 
different foods too nqcause Of the many 
nt foods to collect a ai 
tdown, although, perha 
esl etiag to end it becomes a bit 
this game aed while. Allin all though — 
‘dog’ fight. | more than the average ; 
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Twinkle,twinkle little star. ~ 
How wonderful I thin 


Oa 


Baron is fir © YOu ate Snoopy, the Red 


and Capture foods that the. Red at | 


: for , There are sounds all the way on 

uarded by a bat. Points are awarded * th Sounds all the way - o 
fumoing over obstacles and for reaching wer aah Rade Sound gets hohe, at | 
Smurfette. If you earn 10,000 points in a and lower. Th | Baron’s plane gets higher — 


hisheck wane y nes 6 little scarf around 


Decathlon 


Runs on: Atari VCS 
Made by: Activision 
Price: £29.95 





This ia a very tiring game on the wrist as 
you have to move the joystick left and right 
to make the athelete run. One to four peo- 
ple can play this game, but you can prac- 
tice a heat on your own. This game is an 
Olympic Games appetiser. 

The first heat you come up against is 
the 100 metres; you have just a single at- 
tempt on this, to sprint from start to finish, 
by shooting out of the starting blocks and 
giving it all you have by moving the joystick 
left and right. Long jump is next, three at- 
tempts to jump as far as you can, run, and 
then just before the scratch line press the 
fire button to jump. If you cross the scratch 
line disqualification for that attempt is en- 
forced. 

In the shot-put contestants put the shot 
three times; run up to the scratch line and 
press fire. The high jump event is next; you 
have three attempts at each height and 
your turn ends when the same height is 
missed three times. The 400 metres race 
is next; as in the 100 metres sprint move 
the joystick as fast as possible. The faster 
the race is completed, the more points you 
will earn. For the 110 metres hurdles, ten 
hurdles have to be jumped over, you are 
not disqualified for knocking one over, but 
it does slow you down so possible points 
are lost. The discus throw is like the shot- 
put, because you run up to the scratch line 
and press fire. 

Pole vaulters may attempt each height 
three times; your turn ends when all three 
attempts fail at the same height. Plant the 
pole by pressing fire and continue moving 
the joystick as you fly through the air, then 
release the pole at the peak of your vault by 
pressing fire. Three throws are allowed in 
the javelin event and the final heat is the 
1500 metres race, each decathelete gets 
one chance in in this exhausting event. 


At the start of the game an athelete 
carries a torch around the track 
and a musical tribute can be heard when 
you reach 1000 points. A good instruction 
booklet is provided which includes the sec- 
tion which states the number of points you 
have to achieve to be awarded a bronze, 
silver or gold medal. Also tips from an Ac- 
tivision designer are included 

Although after a while your wrist 
aches, overall this is a good game for any 
would-be athelete who dreams of taking 
part in the Olympics. 





BaDeatlh\Staraae 


Three-dimensional terror from RABBIT SOFTWARE 


RRP £5:99 inc. VAT. 
For CBM-64 & ZX Spectrum 48K 
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AVAILABLE FROM ALL GOOD 
COMPUTER SHOPS 


Pr ences 


CHUCKIE 
EGG 


CYLON 
ATTACK 
JUNGLE 
FEVER 
PHARAOHS 
TOMB 





Unit 8, Canalside Industrial Estate, 
Woodbine Street East, Rochdale, Lancs. 
OL16 5LB. Tel: 0706 341111 








WHAT THE EXPERTS SAY 


> 


Its wealth of detail is amazing. One of the busiest games for a long time. The graphics are really excellent, well drawn and 
animated. A complicated, demanding game which | can’t see losing its appeal for a long time. Krakatoa is both addictive and 
hard to play. It takes ages to get any good and the scope for getting better scores each time is enormous — very good, highly 
recommended. Game of the month. ; “Crash Micro” 


An amazing piece of programming, a great program. A year ago we would not have believed it was possible to do this. 
“Software Supermarket 


The only review said 
“Speech is effective and 
must be at the limit of spec- 
trum capabilities, graphics 
are excellent and animation 
superb. A combination of 
graphics, adventure maze 
and chase games makes 
this an unusual, fascinating 
and addictive program 
which must rank among the 
spectrum classics. 
Value for money 100% 
Graphics 100% 
Overall score 100% 
H.C.W. 
Home Computing Weekly 


£5.95 


Fantastic CBM 64 
Flight Simulation 


A fabulous and realistic 
flight simulation packed with 
hazards and detail. 20 
different analog and digital 
controls reviewed by a 
professional pilot as “a very 
enjoyable and challenging 
diversion which will test the 
skill of pilots of any 
standard. |: unhesitatingly 
recommend this game to 


anyone. 
£7.50 





PNET E10) (<i) a A Ped 


Mail order and trade enquiries to: 
TN 5) of) al wd Yoni celal ornmeeC OG ole cicolaalaTclaale nierclene clslelelcemeeeece 913571. 
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IFBS="DWARF "ANDASSSTHEMPRINT "CHAT DWARF?" > GOT 
IFES="DWARF "THENPRINT"MUNCH MUBCR MUNCH": c 

4 PRINT"DISCOVERED THE MISSING GOLD" 
PRINT" TARDOH?" :GOTO1e8 
IFBS="STRING"ANDACS 1 2THENPRINT "OHAT STRI 
IFRS="STRING"ANDOB< 1) =QTHEMPRINT "TK 4M 
IFE$="STRING"ANDOB( 7) =QTHEHPR INT” i 
IFE$="STRING" THENPR INT" “VE MOTHINC 
PRINT". CAN’T CUT THAT": GOTO1SE 
IFBS="BOX" ANDACSSTHENPR INT" OHAT BOHM?" GOTOLS 
IFEBS="EO0%"THENPRINT"=7°S HOT LOCKED™ GOTO1se 
IFE$="BARREL "ANDAS 26 THENPRINT "OHAT BARREL" 
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IFES="RAV INE" ANDAC>4 THENFR INT“ OHAT RAVINE?  GOTUL Se 
IFES="RAVINE "THENPRINT "Te HERE WE GO OH HO IT“S TO FAR!” FORT=1 703086: NET 
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ama LOg=".°M IN A Woon" 
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IFMA=1THEHLAS="1 HERE 1S A MAGICIAN HERE WITH A SPELL FOR SALE" 
IFMR=8THENLAF=" " 
S646 WO=1:S0=6 WE=@:EAR=3: RET 
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Lo¢=".°M IN A LIGHT AIRY CAVERH. « CAN = 
IFDR=iTHENLAF="|HERE 15 & TRAGCH IN THE WAT -cCH=e 
IFDR=GTHENLAS="IHERE I5 % SLEEPING DRAGON" :EA=15 
HO=6: SO=8:WE=3: RETURN 

Log="7T°S TOO DARK TO SEE IHN THE ALCOVE" 

LA¢=" it 

HO=0:S0=0:WE=9:EA=6: RETURN 

Lo¢g="-,“tM IMSIDE A TUMHEL" 

LAg="|HERE ARE EXITS FAST AHD WEST” 

Ho=8: S0=8 WE=7 : EA=S > RETURH 

Lo¢="|HERE DOESN’T SEEM To BE A LOT HERE!" 

| A= ti ut 

HO=0:50=0:WE=9 FA=0 > RETURN 
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PRINT" <2" 


CR LNT RRR ARREST ES 
PRINT" # +" 
PRINT" # 
PRINT "# —AH OU FIND 
PRINT" * 
PRINT" # 4ISSING GOLD 
PRINT "# 

A PRINT" # 4 

5 OR TNT RRR EEEEERE EE ERER REESE © 
PRINT" AISSHEN ‘YO! ARE READY FRESS F 
POKE19&. @:WAITI98, 1: POKE133.6 
FoRN=1TO3: READOBS (MN? . OB LN? HET 
pata" ".5." ".5,L0G6,1." 0.5," ",2, MATCHES, 3S. Hac: 1, KE. 12,SILVER- 3 
A=1 Gl=1:RA=1 :MA=1:DW=1:DR=1 KE=1°MT=6- 5 CH KL=0:RETURH 
PRINT" adi HAT WASH“T VERY SMART" 
PRINT" SIMeISHOTHER GO Y/N?" 
RETAS: [SAt=""THEHSSSe 
IFAS="""" THEMRLUNI 1S 
IFAS="N"THENPRINT "02" “END 
GOTOS3eH 
PRINT " Cielete |\HE CHEST I 
PRINT" DIScoy 

4 PRINT" Ale 
POKE198,8:WAITISs.1 
PRINT'I" -ENMD 











At last, the first joystick that puts the firing button 
where it should have been in the first peste 


THE TOP 
AMERICAN 


LOD AW [67 4 
A | = OF Gee IS HERE! 


To fit your SPECTRUM 


ONLY f* 79) 99 + £1.50 P+P 


¢ Including Interface to plug straight into the Spectrum. 
¢ The first Joystick to give you “Arcade” feel and control. 
e “Jet Style” heavy duty, diamond cut grip. 


¢ Fire Trigger placed under your index finger. . . the finger with the fastest 
reflex action. 


© Se/f centreing, 360° action. 
¢ Compatible with most of the latest Software including: 















Rubber 
Suction 
Cups for 
One Hand Operation 





Manic Miner 3D Tunnel Slippery Sid Cosmic Guerilla Brain Damage Frenzy Jetman Transam 
Jetpack Cosmos SS Enterprise Kong Last Sunset... Astroblaster Frogger Robotics 
Cookie Cyber Rats Nite Flite Armageddon Mazeman Knot in 3D Blind Alley Armageddon 
PSssft Galaxians Meteoroids Mission Impossible Galaxians Joust Galactic Exterminator 
Timegate Spookyman Gulpman Atik Atak ETX Spectres Jailbreak Detective 


NOTE: THIS IS ONLY A SMALL SELECTION OF THE MANY COMPATIBLE GAMES 


Also available for Commodore /Atari/BBC/ 


: SYNTHESIZER 
=| WITH BUILT 
tit. | IN JOYSTICK 

“ INTERFACE 
eo FOR THE SPECTRUM 
¢ Simply plug into an exciting new world of computer speech synthesis. 
¢ atest State of the Art Electronics. ¢ Uses the Allophone system. 
¢ Produces any word or phrase from an unlimited vocabulary. 
© Speaks directly through TV speaker. 
¢ Also Amplifies Spectrums own sound through TV speaker! 
® Built in Joystick Interface accepts any Atari type joystick for full 


games control. (Kempston compatible). 
¢ Complete with Demo Cassette. @ Full /nstructions. 





| Triga Command Spectrum 


_| Triga Command Atari 
_| Triga Command Commodore 








TRADE ENQUIRIES WELCOME AV IKO WI EAS Postage Please Add £1.50 
INDUSTRIAL ESTATE, 
URY ROAD, FENTON, 24 HR CREDIT an 
Wem STOKE-ON-TRENT 
Fe TEL: 0782 273815 CARD LINE pe 
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CHRISTINE 











—-NEW- 
FORGOTTEN VALLEY £6.95 


An interactive graphic adventure with short 
text messages. Complete with booklet con- 
taining full instructions—very easy to play, 
difficult to succeed. Written for us by 
Challenger Software. 


BLAST IT £4.95 


Disarm bombs witha wire guided robot, 
bombs must be disarmed in order within a 
time limit. 5 levels of play, high score table. 


CORE! £4.95 


A three part game, move left and right as you 
descend through the clouds, birds and aero- 
planes. On to the caves and caverns then 
through the 3D maze to the CORE! 


Christine Computing Limited. 
6 Florence Close, 

Watford, Herts WD2 6AS. 
Telephone: (0923) 672941. 


TEXAS 
Sort STRIKE! 


—-NEW- 
HELI RESCUE/CITY CHASE £4.95 
Two game tape. HELI RESCUE—Rescue the 
Mayor by avoiding the obsticles before you 
run out of fuel. CITY CHASE-—Pick up your 


spy before being captured by the Secret 
Police. 


re) a OF BA £4.95 
Score points as you collect potatoes without 


getting caught in the shadow cast by the 
setting sun or falling into your trench. 


U.F.O. £4.95 


Blast the aliens as they appear from hyper- 
space, features 3 levels of play, refuel etc. 


We are usually able to supply over 100 different titles for the TEXAS 
T199/4a from stock. For a full catalogue please send 50p, which is 
refundable on your first order. 


All prices quoted are inclusive of VAT, please add 50p post and packing 
on all orders under £10. Please allow 28 days for delivery. (Orders 


normally despatched within 48 hours of receipt. ) 


All games described here run on the UNEXPANDED TEXAS 


TI99/4a, 





O.K. you gang. Do you want bigger and 
better things out of your computer? Well, 
in conjunction with top games software 
maker Postern we are giving you the 
chance to win a Commodore 64 home 
compouter. 

This is surely an opportunity not to be 
missed. Many people are billing the Com- 
modore 64 to be the computer of ‘84 and 
software sales certainly reflect this belief. 
The reason that this machine is fast 
becoming so popular is that lots of soft- 
ware producers have got a move on and 
brought out some excellent games to run 
on the Commodore 64. 

But what you need to win your Com- 
modore 64 is a Spectrum. Yes, it sounds a 
bit cock-eyed but that’s the way it goes. 
Postern, the firm which brought out the in- 
novative game of last year, 3 Deep Space, 
have just launched a brand new game 
which they reckon will be as huge a suc- 
cess as 3 Deep Space. it’s called Psi-spy — 
a real tongue-twister of a title to tackle. 
Names aside, Psi-spy promises to be a 
superb arcade adventure game. 

Somewhere in the dark labyrinths of 
Psy-spy lies the final secret that will enable 
our hero to complete his difficult mission. 
That secret is the magical psi-score — 
somewhere between 15,000 and 
20,000. You must find the special psi- 
score by playing the game — and don’t 
worry, when you stumble across it you'll 
know it all right! Then when you've found 
the psi-score write it down on a postcard 
and send it to Games Computing at our 
Golden Square address. 


More Prizes 


As well as the Commodore 64 to win 
Postern are also giving away two Kemp- 
ston joysticksfor the runners up and many 
other prizes of great Postern software 
valued up to £500. 

You'll be able to buy a copy of Psi-spy 
from mid-March for £7.95. And it’s worth 
every penny because you'll find the game a 
great challange requiring every ounce of 
mental energy you possess. The first 
phase of the gameis in arcade style and the 
points you accrue during that part of it dic- 
tates what level of play you begin the 
Adventure phases of Psi-spy in which you 
have to challenge guards keeping vigil over 
the dark labyrinths. Patricia Constantine of 
Postern says the game is: ‘‘exciting, 
challenging and you really have to be on 
the ball with so much action happening so 
quickly’’. 

So, there you have it. If you want the 
acclaim of finding the super psi-score and 





win a Commodore 64, rush out and buy a Once you've found the score you must 
copy of Psi-spy now — if of course you save it on the special game save feature on 
haven't done so already. the program for verification purposes. 


| Send your entry to: GAMES COMPUTING/POSTERN COMPETITION No. 1 Golden 
| Square, London W1. 
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We sell the best 
software for all the 
best home and 


business computers 
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Cypuata y= 


382 Kings Road, (22-7: 














Tel: 352 9220 





Come in and see us, today! 








ALAD 





for this and Made h 


Once upon a time in a land far far awa 
lived a young boy named Aladdin. He 
Was very poor and since his arents 
died, he lived with the widow ‘ 
not far from the Sultan’ 
the Sultan lived with his be 
daughter. It had always been Aladdin's 
dream that one day he would Marry the 
Princess and live in 9 Walle laliiterclays 
Palace of his own. 

One day a knock came On the ‘olelelg 
and when Paltslelelin answered jt, he 
Ound a magician Standing there with a 
Magic ring. Now this magician was 
both evil and greedy and knew that 
there was a Magic lamp which WERBElg 
MOre powerful than his ring. ‘Please 
help me’ he Said to Aladdin, ‘gO into the 
Caves and find for me { 


Aladdin was Arey Stupid enough to fall 


IS Mind up to ilaye| 
the ETaaye) for himself 


a\relolelia and must 


In this version, you play the part of 


try to find the ETaate 


€ Sultan's beautiful 
daughter. 


oe. 


You must give the com 
Onsi ) 


Puter instruc- 
HAS lOrm of two word sentences 









































Words Understood 


N,S,E,W,UP, DOWN, IN, OUT, ON, 
tieys directions), GO, mele) 4 RUB, SAS 
SCORE 


‘HS game was written with the inten- 
tion that it Jalelvle matte in both the BBC 
ante B and the Vere) gal Electron. 









OFF 


throughout. (A% runs 
AY) 





























ated initially 
. The file may 
iSC. 


7.In order to make the response time of 
the game almost as good as machine 
code, Tal itctolsys Variables are used 


much faster than 


8. The Program loads in 3 Parts: 

Part 1: — gives instructions 

Part 2: — is the main program which 
loads the data file 

Part 3: — js the data file 


VETEE-) 0 PT used 
P% 


~ CUrrent positon 
S% = score 
AA-AZ = flags which are set 
when certain events 
occur, 
OF (X%) = description of 
Foley Te} ats 
S% (X%, Y%) = Map Of locations 
G$ (X%) = objects allot amet 
Tare | 
B% (X%,1) = position of objects 
NS (X%) ~ WOrds understood 
N% (X%) ™~ Position where items 
found 
fe (X%) - phrases/comments 
V$ (X%) ] 


— Items carried 



































































maze, you will find a lever 
which controls the | rawbridge. . 
6. The lake is good for swimming in! 
7. Watch out for the Pit... you may be 
able to jump across it. _ 

_ 8. The woodcutter has puta wire across 
the path somewhere, you should just 
_be able to crawl under it. : 
9. If you find the boat, you will need to 
untie the rope and wait around awhile. 















your lamp for you. 






an adventure loosely based upon the fairy tale ** 


February 1984 *** 
in mode 7 or Acorn Electron in mode 6 


i@ REM #** ALADDIN...- 
20 REM ### By S.W. Lucas 
3%O REM *## will run in either BBC micro 






eee 
4@ REM **#* and will also wor from disc 
5d REM DISABLE BREA AND ESCAPE KEYS 
62 *#KEY 18 OLDIM RUN IM 
7Q *¥FX229,!1 
82 MODES 
9Q VDU19,@,3,0,8,0,17,1,4,8,9,8 
192 PRINTTAB (15,2) "ALADDIN' an adventure game for 
nm microcomputers.” 
1i@ PRINT SPC4" By Steve W. Lucas Feb 19784’ 
128 RESTORE: FORX=1T018:READD: SOUND1,~15,D,5:NEXT 


ee 


+he BBC and Acorn Electro 


the fairy tale and to sol 


138 PRINT’ “This game loosely follows the piot or 
ve the game, you must try to find the beautiful Princess. 

140° FPRINT SPC(2)"Press <SPACE BAR for instructions.’ 

150 REPEAT UNTIL GET=32 

168 CLS 

178 PRINT"Once upon a time in a land far far away lived a young boy named Alad 
din." '“He lived in 4 small cottage with the widow “Twanky’ not far from the S$ 


ultan spalace. 
189 PRINT’ "The Sultan had a very beautiful daughterand it was Aladdin's dream 


that one day he would be able to marry the her and live in a palace of great b 


eauty. ” 
19@ PRINT 
he found a 


when Aladdin answered it, 


‘One day a knock came to the door anc 
ring. Now this magician wa 


magician standing there with a magic 













s both evil and greedy and he knew that hidden in 

200 PRINT"some nearby caves was a lamp with far more power than his little r 
ing.” 

210 PRINT SPCZ2"Press <SPACE BAR? to continue. 


22 REPEAT UNTIL GET=32 
230 CLS:PRINT" ‘Help me dear Aladdin 
find an old rusty lamp which I last 


“Now Aladdin was not that stupid to fall 


magician. Please go to + 
there many years ago.” 
for this, but made his min 


said the evil 


he caves and 
240 PRINT 
d up to visit the caves anyhow. 
250 PRINT “In this version of Aladdin, you will 
n and must instruct tne computer what to do by“ 
260 PRINT"“givins instructions in the form of two words such as GET LAMP, GO 
NORTH etc. Note : these instructions must be in Capital letters.” 
270 PRINT’ ‘SPC2"Press SPACE BAR> to continue. 
28@ REPEAT UNTIL GET=32 
299 CLS:PRINTSFC2"Flease wait 
3O@ PRINT "NOTE:- when the game has finished 
to insert the data file. This should have been 
31@ PRINT’ “In the BBC micro, the game will run in 
whereas in the Electron, moce & will be used. 
320 PRINT : 
%3Q@ REM **#* MAKE 
™4Q@ CHAIN "ALAD" 
350 END 
360 DATASS. 


take on the roll of Aladdi 


“ 


for the game to load. 
loading you will be asked 

createdby the program FILER. * 

mode 7 with coloured text 


SURE THAT YOU SAVE THE GAME WITH THE FILENAME “ALAD"” |‘ ##* 








“11. You wil 
before you Ca 
and will need to find some po 


10. The servants of the castle will mind 




















need to kill the magician — 
can live happily ever after 
12. Once you have poisoned his wine, 
you will need to hide quickly, or he 
might find you. oo. . 
13. You will need to have a disguise if 
you are to get past the palace guards. 
14. if you reach the woodcutter s 
cottage, watch out or he may mistake 
your identity! Make sure that you fill his 
bucket! > | oo 
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:PRINTX#(1): TIP 


<THEN €E 
e=SO2FRINT" The 
JEFPROCwear 
=1: IFAK< >1 THENPR 
INTX#(32) :AR=1:ENDF 


k=] 
ENDPRO 
DEFPROCpoi sor 
K=1: TFPZ 79THENPRINTX# (46) 
IFAM LTHENX#="The magi 
AAAGGGHHH the agony. ":FROC) 
2460 PRINTX#(1) 
2472 ENDFPROC 
2480 DEFFROC 
2499 
2590 
2510 
a thud and 
1: ENDPROC 
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lot of processing so a mathematical 
foundation on which to build the graphics 





Simon Rockman visited Psion Software and discovered what 


they areupto... 
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saloon Sally and Chequered Flag are the 
very latest games to come out of Psion 
Software's unusual production line. Along 
with a string of titles including a range of no 
less than 14 games tape packages Psion’s 
trump card in writing games software is 
the use of mini-computers. 

Now this may sound strange when you 
consider that the games Psion produce are 
commercially sold for home computers like 
the Spectrum, BBC B and more recently 
the Sinclair QL. 

The brains behind Psion believe that 
they can write better games by using a 
large system which up to 16 people can 
use at the same time. Psion chose the DEC 
VAX 11/70 mini-computer system as 
their central computer because of the 
greater flexibility it affords to program 
development of this kind. 


NEW PRODUCTS 


At the moment Psion is working on a brand 
new tennis game for the Spectrum and this 
is being written in a high level language 
which is a sort of ‘super Basic’ called C. 
The beauty of C is that although you type 
the language into the computer au naturel, 
it is churned out at the other end in 
machine code via a special interface for 
whichever home computer you want the 
program to run on. Clever, eh? 

Another trick of Psion’s trade is to use 
the specially created development tools 
like standard routines, careful planning, 
and good documentation. By doing so this 
helps to increase programmer 
productivity. It is a waste of valuable 
manpower to have different programmers, 
working on different games for different 
computers but all writing the same 
routines. If someone writes, say, a bit of 
machine code to simulate sprites on the 
Spectrum he lets the others know about it 
in the form of documentation so that they 
don’t have to waste vital time dreaming up 
their own routines. 


SUPER COUP 


To date Psion consider their set of 4D 
programs which come with the Sinclair QL 
to be their best achievement as far as 


programming goes. By using the VAX 
system Psion were able to simulate the QL 
and start working on programs long before 
an actual QL was in their possession. In 
fact the firm did not even see a OL until one 
month before the machine’s launch! 

Psion pulled off a coup about 18 
months ago by signing a formal agreement 
with Sinclair Research to offer any 
program they write for Sinclair machines to 
sinclair first. If they want a Psion program 
Sinclair takes charge of marketing and 
stamp its well-known name on the 
product. Psion can’t fail to benefit from the 
link. But they are very cagey about naming 
specific figures for production or sales of 
products. 

To ensure high sales for Psion games 
the firm has a strict policy of heavy duty 
testing. Any bug is bound to be found if a 
game is played as thoroughly and as often 
as most Psion games. And this also allows 
for games to be improved and changes 
made long after the initial concept was first 
thought of. 

In the new tennis game ball boys have 
been incorporated into the play and there 
are a multitude of skill levels including the 
most difficult, probably to be called ‘the 
Brat’ after a notoriously temparmental 
tennis player. Original little touches such 
as these are what go to make a good, best 
selling computer game. 


THE ROAD TO THE 
SHELVES 


Program development takes about 
three months from conception to 
production. One, or maybe two, 
programmers will start individually on a 
project which may grow into a larger team 
effort as production deadlines approach 
and the game needs to be tested. 

Chequered Flag is a motor racing 
simulation game. This was an idea which 
Psion had harboured for some time and 
when they had the manpower available 
they started work onit. Before they started 
the programming two programmers sat 
down and worked out what they 
themselves would want from a racing car 
game. To move the background requires a 


was establislied. 

Then the twiddly bits were put in, the 
use of gears, a choice of tracks and cars. 
This variety makes Chequered Flag a game 
which can be played by both a novice and 
an expert without it becoming too difficult 
or boring. Because it uses such good 
graphics a lot of the software had to be 
written in 280 rather than C. 


WHAT'S NEXT 


Psion’s next simulation is the tennis 
program in full 3D, with a variety of 
opponents to provide differing levels. It is 
worth noting that all Psion programs will 
use Sinclair Interface2 joysticks where 
appropriate. Scrabble is one of Psion’s 
more spectactular programs. It was 
originally written by Dr. Peter Turcan as a 
University project on an ICL 1904 in 
PASCAL. It was later adapted and soldtoa 
software house called Little Genius who 
now own the rights to the name. Psion 
then bought the rights to produce it on 
sinclair computers along with the 
algorithm and techniques and then did the 
necessary coding for a Spectrum machine. 

On the Apple Scrabble took up 80K of 
disc space, but in a Spectrum you only 
have half that to play with. Psion managed 
to cram a 12,000 word vocabulary into 
the black box and claim that it could be 
much larger. However the international 
rules for Scrabble stipulate a two minute 
time limit and so, being perfectionists, 
Psion have adhered to this. 

The need to write such clever code 
meant that most of the programming had 
to be done in assembler, rather than C, and 
made Scrabble a labour intensive project. 
Psion reckons that this program represents 
3 man-years of programming. The result is 
impressive. The Spectrum plays a very 
good game,and has beaten some first rate 
players. The QL version should be 
stunning. So far 43,000 copies of 
scrabble have reortedly been sold. 

All Psion’s software is developed in- 
house, not because they will only sell their 
own programs but because they have not 
yet seen any from outside which they feel 
come up to the Psion standard. 

Psion have come a long way in a short 
time. In four years they have sold over 32 


million programs and the staff has nearly =e 


doubled. The future looks good. 
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From your local dealer 
or direct from Arcadia Software 
7 days delivery for in stock items 


AFR RAE PB eae 2s 
e Please send me one PASTA BLASTA 
I have enclosed cheque/P.O. for £5.50 inclusive 





post code Signed B 
ee Do mmeem 


RENO 


FREEPOST, SWANSEA, SA3 4ZZ 
Excellent dealer discounts available 


Arcadia Software, 4, Sunningdale Avenue, Swansea, SA3 SHP 






MAIL ORDER PROTECTION SCHEME 


lf you order goods from Mail Order Advertisers in this 
magazine and pay by post in advance of delivery, this 
publication will consider you for compensation if the 
advertiser should become insolvent or bankrupt, 
provided: 









1. You have not received the goods or had your 
money returned; and 

2. You write to the publisher of this publication 
explaining the position not earlier than 28 days 
from the day you sent your order and not later than 
2 months from that day. 










Please do not wait until the last moment to inform us. 
When you write, we will tell you how to make your 
claim and what evidence of payment is required. 






We guarantee to meet claims from readers made in 
accordance with the above procedure as soon as possi- 
ble after the advertiser has been declared bankrupt or 
insolvent to a limit of £1,800 per annum for any one 
advertiser, so affected, and up to £5,400 p.a. in respect 
of all insolvent advertisers. Claims may be paid for 
higher amounts, or when the above procedures have 
not been complied with, at the discretion of this pub- 
lication, but we do not guarantee to do so in view of the 
need to set some limit to this commitment and to learn 
quickly of reader's difficulties. 














This guarantee covers only advance payment sent in 
direct response to an advertisement in this magazine 
(not, for example, payments made in response to 
catalogues, etc. received as a result of answering such 
advertisements: 


CLASSIFIED ADVERTISEMENTS ARE EXCLUDED. 
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(ea:? SPECTRUM 
48K 
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STERN'S = 
LATEST CHALLENGE. 


Combining the best of two alien 
worlds on one mind-blowing cassette. 


£7.95 specu 


Postern Ltd, PO Box 2, Andoversford, 
Cheltenham, Gloucestershire GL54 5SW 


POSTERN 





CNCENTIVE) PRESENTS. SPLAT! 


FOR THE ee 
COMMODORE 64 
AND 
48K SPECTRUM Wer they say 


ONE OF THE MOST ORIGINAL “SPLAT” is one of the most 
& COMPELLING ARCADE GAMES| 2a0ictve games | have ever 
EVER PRODUCED !! played on the 48K 
a SPECTRUM. It is certainly 
£500 WINNER! James Tant from Wokingham the most original” 

who scored 112,930!!!{on visiting our offices to Computer & Video Games 
verify his high scoring ability - he scored even 
more!) 


SPECTRUM 48K £5.50 - COMMODORE 64 £6.50 


THE KET 
TRILOGY 


MOUNTAINS OF KET 

“A professional game in 

a competitive genre, 

. | 2 especially if you want value 
oe: ji for money,! can heartily 










“Highly recommended” 
Crash Review 















i ni recommend this adventure.” 
RELEAS HCW REVIEW 
First get to th tain... 
poe See ter nee TEMPLE OF VRAN 
MOUNTAINS OF KET NEW An even greater 






48K SPECTRUM £5.50 
TEMPLE OF VRAN 
48K SPECTRUM £5.50 






challenge just released 







Ve\ey /g THEHIGHLY 

W334 ACCLAIMED GAME OF 
ECONOMIC SURVIVAL 

THE BRITISH ECONOMY WITH YOU 


AT THE CONTROLS! HOW MANY 
YEARS WILL YOU LAST? 





A GAME OF 
GOVERNMENT MANAGEMENT 








%& 5 STAR RATING HCW 31/1/84 *% 










BBC ’’B” £6.50 
SPECTRUM 48K £5.50 


MILLIONAIRE 


From a small humble home to a 
magnificant estate? Take on one of 
lifes little challenges & become a 
millionaire! Start up a Software Co, 
Buy, sell, Advertise, Deal with 
Honest Harry, Full Screen Graphic 
Representation of your current 
residence, + many other features. A 
compulsive game that grips you. 


SPECTRUM 48K £5.50 


OUR PROGRAMS ARE AVAILABLE FROM ALL LEADING 
DEALERS NATIONWIDE. In case of difficulty please use the coupon 
















48K SPECTRUM COMMODORE 
ORDER FORM nN —— £5.50EACH | 64 £6.50 


SPLAT O SPLAT (J 
Please send me the titles as MOUNTAINS OF KETO) 
indicated by 1st class post. | TEMPLE OF VRANQ BBC BISERIES 1) 
enclose cheque/P.O. for £ 1984 O £6.50 
or debit my Access/ Visa Account MILLIONAIRE () 1984 () 


INCENTIVE SOFTWARE LTD, 54 London Street, 
Reading RG1 4SQ Tel: Reading (0734) 591678 










| In this one pla 
to get Jake out of any room he may 

put in. The faster he gets out of a room 
the more points he gets, but the more 
rooms he goes through the greater the 
difficulty factor is. He has three lives 
after which the game is over. 

The only thing to note in the listing is 
that anything that is in italics should be 
typed in in inverse video. The machine 
code should be checked thoroughly 
and the program SAVEd before use as 
any mistake will cause the machine to 


crash. 













































1 DIM A#(2@) 
2 GOTO 19 

LF: PEEK (HZ) >20@ THEN FOF : RETURN 
& it PEEK (FOFF) 22 THEN FOP : RETURN 
> 
0 
i 





lines: 7 704 PY alteri Crt it f 
code £4160, and changes the f Or key- 
tween lines 19009"° ing 








IF STICh.(@)=15 THEN RETURN 
. SQUND 2%, 1@,10,12: SOUND 3,@,@,0: RETURN 
a BO ne 2nes Pvge2OSi SPEED TEMP ZONE NTA 2805 10° 


| TEPEEK (RAMTOP?) ~8: HFOSFO=S3248 ; - 
POKE MMBAGE , 12 2ZZ=12 1=1#256+51 21 POKE emG+1, INT (1/256) s FORE PMG, I-INT( 1/256) *- 


@b 
11 
= 4: GRACTL=5327 72 DMACTL=597 
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pay i CHAR®1 7441 PMBASE=54279# RAMTOP=" 


















1,A:NEXT I 






. ST TCL 252278: POPF 532521 FOR, 151550 TO 1678:READ A: FORE 
. FOR I=CHAR TO CHAR+7: READ A: POKE 1,A:NEXT I 
|7956+]):NEXT IT: FORE 1678,222 









1A ABZZZ#2UG+1 OF OR 158 TO A95:POKE A+1,FEE ' 
1g X=USR (1536): PORE UT, 70: X=USR (1542) 
19 GRAPHICS 2+16:FORKE DMACTL,46:SETCOLOR 4,148 


























2g FOSITION 1 ,@: wh AREER 
25 POSITION se st fare #6; "# collison course#” 
26 FOSITION Le 2 WORT nak hele 
39 FOSITION 2 ee #6; "BY £,H,BERESFORD” 
4a FOSITION 1,8: 7 Fes” oress TRIG” 
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176 FOSITION "*%CO] } ee 
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DMAC T 
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TH 1:SQOUND @ I Z,1 

EN GOTO 1=5 5 51@,6:F 
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AS MN ROOM Ov ey a THE! = CORE + INT VAS =| EVEL+ 5 ae | g 
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TO “SS:FOKE 7 


98,48: FORE 789 ,A-5 


S6:PLOT A,I:SOuND Q,1*4,19 


9S: COLOR @:FLQ7 A,IsFOR nN=y 7 
NEXT IsqpF PEEK (FOPF) xg THEN RETURN 
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4122 TIME=TIME~1 et eye, 
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6220 AF="HEARTLESS HEARTS": RETURN 
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62279 AF="DEADL y DIAMONDS "? RETURN 
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82e0a GRAPHICS “+16: FOE DMACTL . 46 
¥ 8225 Poe AZ, 173: POE YT, 36: X=USK (1536) 
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TOMBS OF KARNAK — DRAGON CAVES — ENCOUNTER — FLAME 0” 
NIGHTMARE PARK — CHOCK-A-BLOCK — SCOOP — CLUBGOLF- 
CHESS — APOCALYPSE — SAFE-CRACKER — GOLD MINER — AT 
MOUSE — PARA-SHOOT — TYPE TRAINER — ACE RACER — FIV) 
YOURS — SNAKER — STARTREK — CHANNEL TUNNEL — CONV 
MULTL-LINGUIST — BASIC TUTORIAL — SCOOP — WORD INVADE 
MASTER — KINGS & QUEENS — MAP OF UK — MATHS QUEST — An. 


Fak 


Level 3 Seore: 1078 HI: 1268 
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CONBY Yon cONDINTON RDA 


Se 


| MISSILES i2 SHIPS DESTROYED 2 


~“) PLAIN — GLOBAL WAR fil — FIGHTER COMMAND — FROGGER — 
PANIC — RACKGAMMON — MOON FLITE — CHESS — ADVANCED 
DINS CAVE — LIGHTNING PATROL — COMPUT-A‘SLOT — SUPE 
‘£1! — POLARIS — MIDAS — DOMINATION — INCA GOLD — UP 
iATHS — TYPE TRAINER — MATHS TANK — COUNTER-BLAST 
ARN MATHS — MIGHTY WRITER — BIKER — GET LOST — MUSIC 


“AL. — DATABASE FILER — SPREAD-SHEET — WORD PROCESSOR 





The BBC Micro can now give your 


children a private education. 





The BBC Microcomputer now accounts for 80% of the 
computers being ordered under the current D.O.I. Primary 
School Scheme. 

It’s also the computer which a rapidly increasing 
number of people are choosing for their homes. 

One of the reasons for its success is that it makes 
learning highly entertaining for everybody. From children 
who are getting to grrps with the alphabet, to adults who 
want a gentle but intensive introduction to the complex 
world of computing. 

Now, there’s a substantial new catalogue of educational 
programs specially for the BBC 
Microcomputer. 

It has been developed by 
Acornsoft, the software division of 
Acorn Computers who manufacture 


the BBC Micro. 


Making faces without getting 
scolded. 

With the new Facemaker 
program, your children can make . 
over a million faces. It's like an identi-kit, allowing them to 
depict anyone they want. They start by choosing the eyes. 
Then they can choose the mouth, the ears, the nose, the 
facial outline and the hairstyle. 

And if they really fancy dressing up, they can add 
earrings and hats. 

In doing all this, they learn to read and spell, as well as 
developing their powers of description. 





The money program, two games for the price of one. 

Mr.'T. is an engaging little figment of the microchip 
who can teach your children all the complexities of our 
coinage system. 

His Money Box program has two games, each of which 
can be played at different levels. 

In Money Match, the challenge is to collect a set of 

~ coins, matching them according to shape, size and value. 

In Money Box, you can give your child and Mr. T. a 
helping hand to get all the coins on the screen into the box. 
(It’s always different, because the coins on the screen are 
based on the small change you have to hand.) 
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A chance to teach the Micro a thing or two. 

With the Animal, Vegetable, Mineral program, the 
children can get the computer guessing. 

They think of an object. The BBC Micro has to decide 
what it Is. 

If it doesn’t come up with the answer, the children can 
keep giving it hints. 

In doing so, they are encouraged to question the 
difference between such things as crocodiles and alligators, 
or whether oil is vegetable or mineral. 

The program also encourages them to consult refer- 


ANIMAL 
VEGETABLE 
MINERAL 


| WAN BERG SOF T WARE 
GRANDMASTER Guts 


JOHN JULIUS NORWICH 


History Quiz 
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Bourne Educational Software 
“ ,§ 0k See aA ~  -@ at aww sal ee 





ence books so that they can ask the computer increasingly 
tough questions. 


Questions on Julius Caesar from J. Julius Norwich. 

John Julius Norwich’s History Quiz is one of the new 
BBC Micro Grandmaster quiz series which also covers 
theatre. crime and detection. music, science fiction and 
royalty. 

On the history front, there are 300 brain-testing 
questions, covering all aspects of British history from Julius 
Caesar to Margaret Thatcher. 

And to increase the educational value, Mr. Norwich has 
posed the questions from angles which will give a broader 
understanding of events. 


For the full catalogue, clip the coupon. 
There are thirty more new BBC Micro programs in 
Acornsoft’s new catalogue. 
For a free copy, complete the coupon, or telephone 
0933-79300. Or ask your local BBC Micro dealer. 
If you're not yet a BBC Micro owner, you can get full 
details of the computer at the same time. 


To Acornsoft. c/o Vector Marketing, Denington Estate, Wellingborough, 
Northants NN8 2RL. Please send me the new Acornsoft catalogue 
| “At Home With The BBC Microcomputer.” 






| would also like details of the BBC Micro L] (tick) 
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TRADE ENQUIRIES: ANIROG SOFTWARE LTD. ‘29 WESTAHILL DARTFORD KENT (0322) 92513/8 


MAIL ORDER: 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT CARD SALES HORLEY (02934) 6083 
PAYMENT BY CHEQUE P.O. ACCESS/VISA 50p POSTAGE & PACKAGING 




































Anyone who has seen the film “2001: A 
SPACE ODYSSEY” might remember at 
the beginning the scene where there is 
a shuttle docking with a revolving 
space station. In this game you have to 
do this too. You are in control of a 
shuttle and your job is to safely dock 
with the station. There are six skill 
levels with the user starting at a greater 
distance from the orbiting station and 
with more things to correct before 
docking. As the pilot, you have full con- 
trol over forward, lateral, and, vertical 
movements and control over the pitch, 
yaw, and roll of the shuttle. These can 
be controlled using either the ACS (Atti- 
tude Control System) which gives fine 
control over the shuttle, or the OMS 
(orbital manoeuvering system) which 
provide 50 times the thrust of the ACS. 
The cassette comes with a compre- 
hensive manual and a function key 
overlay. The only criticism | have is the 
slow response time but this is under- 
standable considering the number of 
things that have to be calculated. 


Heroenei 


IRIS 


GAMES COMPUTING MAY 1984 


A colourful title page puts you in the 
mood for gambling. You may lose the 
game but not your own money. 

This one armed bandit takes on a 
new dimension in your own home. The 
uncluttered display is easy to work out 
with gamble hold and nudge facilities. 
There are a number of tunes when col- 
lecting, nudging, or getting £2.00 in a 
win which make this a must for fruit 
machine addicts. 

| have found this one of the best 
games for the unexpanded VIC 20. | did 
find some drawbacks though, when 
loading the game the title page says ‘hit 
a key’, when you do there is no indica- 
tion of anything happening but the 
game starts to load. 

The documentation is good but all 
the function keys have to be used for 
various things and it is a good idea to 
learn what every one of them does. 










Price: £5.95 


Enemy Paratroopers are attacking your 
base, it is your task to defend it by 
shooting at each paratrooper as he 
heads downwards from his helicopter 
towards the bunker where you are 
hiding. 

You are in a fixed position but can 
turn and fire within a cone of approxi- 
mately 120 degrees. Any number of 
Paratroopers can come down at any 
time so to gain the maximum score you 
must always be alert and on your toes. 
Firing at the helicopters only decreases 
your score so save your missiles for the 
descending men. 

lf they avoid your attack and land 
safely they appear to pose no immedi- 
ate threat until they join forces. It only 
takes three troopers to drive a tank, 
with which they will heartlessly wipe 
you out. 

The game incorporates the added 
advantage of the choice of whether or 
not to define your own keys to turn left 
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or right and fire. Alternatively you can 
use the cursor keys with key A to fire. 

This particular program is available 
for Commodore 64, VIC 20, and both 
the 48K and 16K Spectrum and can be 
used with a Protek Joystick if desired. 
The actual game has no variations and 
is very similar to arcade type space 
invaders, the difference being that you 
are firing at Oncoming paratroops 
rather than flying saucers and other 
oddities from space. Paratroopers is 
relatively uncomplicated, requires little 
Or no instruction and is fun to play. 





The first few times | played PLANK- 
WALK | found it — to say the least — 
boring. As | became more and more 
accustomed to its concept! grew to like 
it. You control scaffolding Sid, who is 
situated at the top of a clumsily built 
scaffolding frame. You must jump from 
plank to plank in a downward direction 
as the screen scrolls up. Your progress 
is hampered by a monster who chases 
you. Your task isn’t made easier by 
gaps and invisible planks which can 
send you plummeting off the screen 
beneath. By the way, moving or falling 
on any part of the screen loses you a 
ife. 

There are four skill levels (1-4) and 
that defines the quantity of cherries 
(bonus points if eaten) which appear. 
The graphics aren’t anything special 
but this doesn’t hamper your fun. 
Sound is rather weird but produces a 
good effect. All in all, the game is a fun 
One suitable for younger enthusiasts. 








This is a series of five games losely 
based around the taking off and landing 
of an American space shuttle. 

In the first part you have to pilot the 
shuttle through the escape window. 
This part of the action takes place in 
less than a quarter of the screen with 
the rest of the screen going unused and 
involves moving a steadily extending 
line into a small box. 

In the second part you have to park 
the shuttle close to an orbiting satellite. 
This part uses slightly more of the 
screen, but is less responsive to the 
controls. The third partinvolves retriev- 
ing this satellite and was the only sec- 
tion | could do after playing the game 
for two consecutive evenings. 

The fourth part is the re-entry of the 
shuttle into the atmosphere. This uses 
the same controls and part of the 
screen that the launch used. The final 
part is the landing on the runway and 
gives quite a nice view as seen from the 
pilots seat of the shuttle. 

The manual supplied with the cas- 
sette is poorly written and contradic- 
tory. 





You are the commander of a modern 
tank or “Drone”. Your task is to patrol 


the city streets destroying any 
Seiddabs that venture within your 
range. 

The screen shows the front of your 
“Drone” advancing down the city 
streets. The buildings are drawn in 
perspective which gives a_ three- 
dimensional effect showing the build- 
ings receeding into the distance. Also 
displayed on the screen is a small 
square enclosing a plan view of the city 
area which is provided by your short 
range radar. You appear on this plan as 
a flashing white dot and the Seiddabs 
are shown as steady white dots. 

This is often confusing as it is difficult 
to tell yourself from the Seiddabs as 
your dot is not easily distinguished 
from the others. 

The lower left of the screen shows 
the number of your current Drone, you 
are allowed three of these per game, 
and the number of missiles left if less 
than, or equal to ten. 

The lower right of the screen shows 
the current score of each player and the 
highest score to date. If you succeed in 
clearing the first screen, your Drone is 
transported to the countryside where 
the Seiddabs attack in mass formation 
dropping bombs as they pass. 





For the 16 
or 4514 
Spectrum 


Your Drone moves forward automa- 
tically and you can move left and right 
using the cursor keys. Movement in 
these directions is restricted except at 
junctions. The target area of your 
missiles can be moved up and down 
and key zero fires missiles. 

3D Seiddab Attack has an unusual 
addition of a two player option and is 
compatible with a Kempston Joystick if 
preferred to the keyboard option. 

A fast moving arcade type game 
which can be used on any spectrum. 


30 SEIDDAB 
ATTACK 
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on shop shelves turn out to be simply 
variations on tried and tested arcade 
themes. It is therefore a welcome 
change to encounter an exception. 

In this game, based on table football, 
scoring goals replaces scoring aliens 
and the reward for a good shot is 
seeing the ball evade your opponent's 
keeper and roll unstoppably into the 
net. 

There is a choice of playing a two 
player version or against the computer. 
Not that the computer actually moves 
the opposing team but rather biases 
the ball so that it has a demonic deter- 
mination to roll towards your goal. 
Level of difficulty is determined by the 
speed of the ball but even at slow 
speeds you have to be quick and accur- 
ate to move from row to row of your 
team and keep control. 


GAMES COMPUTING MAY 1984 









































The graphics are good and the action 
realistic, particularly the crowd scene 
on the title page. Definitely reminiscent 
of a Saturday on the Kop. 

This is a joystick only game and | 
found the level of dexterity required a 
bit beyond me with the computer win- 
ning 8 to 0 on most occasions — but 
then | never mastered the original 
either! 





Yet another variation on “GALAX- 
IANS”. The aliens fly in formation 
at the top of the screen moving 
from side to side. Some will then 
decide to fly ina circle above where you 
move, all the time dropping bombs on 
you. 

Aside from the birds in formation and 
the birds circling there are also kamika- 
ze birds. These peel off from the for- 
mation and then attack you as they des- 
cend. If they miss you they go off the 
bottom of the screen and re-appear at 
the top. 

Periodically you are attacked by 
death bombs. If you do not shoot them 
before they reach the bottom of the 
screen, you lose a life. You start off with 
three lives and gain an extra one every 
fourth screen that you clear. 

| found that the keys are a little too 
close together for comfort, but this ver- 
sion of the arcade game is certainly 
playable. 
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A graphical adventure with a text title 
page giving you options of play. You 
and the aliens are in hi-res but your 
space ship is in keyboard graphics. 
While cruising through space, your 
ship is captured by a ‘force cloud entity’ 
which disassembles your ship and 
hides the pieces around its own space 
ship. You have to explore the entity-s 
craft and re-assemble your space ship 
in the airlock assisted only be a laser 
and your faithful hound KY. 

There are various aliens and hints if 
you get stuck. The sonics were not 
impressive and there is no save facility. 
Joystick or keyboard can be used, the 
game is on cassette, and your VIC must 
have at least 16K expansion. 





This game, which is similar to Space 
Firebird, shows high resolution arcade- 
action at its best on a home computer. 
As with Jet Boot Jack there is a load- 
ing screen which includes a count- 
down. When the game has loaded you 
are greeted by a pleasant little tune 
which also plays after each game. 


You control a spaceship moving 
across the screen above a smooth ver- 
tically-scrolling background of stars. 
Suddenly, out of nowhere, there 
appears an army of alien creatures. 
These creatures fly around in random- 
fashion, each dropping clusters of mis- 
siles. To combat this, your spaceship is 
armed with three missile launchers — 
One in the centre and two on the wings 
— which fire alternatively and extemely 
fast. With this rapid fire action it is pos- 
sible to clear one wave in a couple of 
seconds. 

Joystick response is good and fast, 
so that dodging the creatures and their 
missiles is made easier. 

Once you have destroyed ten waves 
of the same creature, you space warp 
to another part of the galaxy (with a 
sound reminiscent of Star Raiders) to 
fight ten waves of a different creature. 

You can select either a one or two 
player game, demonstration-mode, 
and the speed of the alien creatures can 
be slow, fast or very fast. All these are 
selected by the joystick and ‘fire’ starts 
the game, albeit rather abruptly. 

lf you start off badly in a game you 
can start again without clearing the 
high score. Hyperblast! is a very addic- 


tive invader-style game which stands 


out from the crowd. 
Not including both players’ scores (in 


the two-player game) on the screen is 


an unfortunate oversight, but this does 
not detract from the high arcade- 


quality of the game. 








Jack is an amiable figure, donning cap 
and headphones, who is collecting 


musical notes, aided by his jet- 
powered boots. 

While the game is loading you watch 
a colourful screen which includes a 
countdown. After that there is a title 
screen which scrolls horizontally to 
present the high score as well as 
diferent options in bubble characters a 
la Preppie. One thoughtful feature is the 
ability to jump screens already con- 
quered. 

The playing screen consists of five 
storeys of a record-pressing plant, with 
musical notes hanging in the air on 
each storey. You propel Jack around 
the screen using a joystick. He can hitch 
a lift on sliding platforms and conveyor 
belts. To move to another storey you 
need to get onailift.lf you attempt to get 
on a lift while it is in motion, Jack loses 
one of his five lives. He also dies if you 
miss a slide, collide with a low hanging 
rock, run out of jet fuel for Jack’s boots 


Mi . cigs forlk | 


_ (which loses all remaining lives) or if 
you hit one of the different species of 
bugs (what are they doing in a record 
factory?!). To avoid hitting a rock or bug 
Jack can duck with a carefully co-ordi- 
nated press of the trigger. 

Points are scored for each note col- 
lected, and for each bug killed there isa 
random bonus. Tokill a bug, Jack has to 
go to the floor above it and then jump 
up and down so that it falls down. To 
refuel he has to pass through a purple 
pod suspended from the ceiling. 

There are six levels of play, including 
a practice mode, which is clear of bugs 
(the creepy-crawly type). Each level 
consists of ten screens. Completing the 
tenth screen takes you back to the first 
screen but on the next highest level. 

Just one small criticism is the simi- 
larity between the numbers ‘2’ and ‘3’ 
on the playing screens scorer. 

In this game there is certainly enough 
to keep you occupied, and not just on 
the higher levels. The graphics are 
good and the colours are well-con- 
trasted. Jack looked almost human! 

All round, this game is excellent. With 
this game compatible with the new 
Atari XL range | am sure English Sof- 
tware has made a game which will sell 
extremely well. 


ALIEN BREAK IN 
Rune on: BBC 






An “INVADERS/GALAXIANS” game 
with a difference. You have been left to 
defend the Earth’s supply of uranium 
from the oncoming Zargon fleet. Above 
flys a mother ship laying pods that 
hatch on landing, or if shot split into two 
normal (?) ships. These ships drop 
bombs on you and if they make a hole in 
your defenses large enough, dive tow- 
ards the opening. If they make it 
through the hole they mutate into a 
mothership, which in turn lays more 
pods. 

You can make holes in your own 
defenses to trap the hatched pods, but 
you can only do this a maximum num- 
ber of five times. You start with three 
lives and gain an extra life and an extra 
go at making a hole every 10000 points. 

This program incorporates a feature 
that | would like to see in other pro- 
grams, it allows the user to define what 
keys to use as controls. This means you 
can choose what keys you feel comfort- 
able with. 

While loading the main program it 
plays a tune to stop you getting bored. 
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| was very impressed by this new 
adventure game by SCR Adventures. 
As the name suggests the adventure is 
set within Castle Blackstar. 

You have been sent on a mission to 
recover the lost power orb from the 
labyrinth of passages and caverns 
beneath the castle. To do this there are 
a number of puzzles which must be 
solved, many clues are situated within 
and under the castle to help you solve 
these puzzles. 

Throughout the adventure you will 
discover much opposition, all of which 
can be overcome with the right knowl- 
edge and equipment. 

Castle Blackstar possesses a wide 
vocabulary of words and phrases and 
my efforts to communicate were often 
rewarded with witty comments. To 
succeed | would say that the player 
requires a logical mind and much dedi- 
cation to the game. Even if you are 
unable to find the orb, the large number 
of puzzles and traps that await you are 
sure to give much enjoyment. 

A useful leaflet giving background 
information on the game is provided to 
help you start off. 

| would certainly recommend this 
game to ary would be adventurer. 
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WHAT EVER THE HARDWARE... 





OT THE SOFTWARE 


(WELL ALMOST!) 






“A 





SNOOKER £8.95 SHEER PANIC £5.95 PITMAN SEVEN £6.95 RAPEDES £5.95 STAR WARRIOR £6.95 DARE DEVIL DENNIS 


ZX SPECTRUM VS 03-/6 ZX SPECTRUM VS 02./6 ZX SPECTRUM VS 0! 48 ZX SPECTRUM VS 4:/6 ZX SPECTRUM VS 05/6 £7.95 

ane, Ne tae BBC MODEL B- V8 03 
VIC 20 3K VV 0! 03 ’ ELECTRON-VE 02. 
COMMODORE 64 VC 0! 64 -VE-02- 32 
ELECTRON VE 0} 32 





Soe ease 
se Bt Br ts 
FC ese 
an “ A.2 _ ice ize BS a | \ - ? : r . 
DIGGER £7.95 ARCTURUS £6.95 ARMAGEDDON £9.95 1994 £6.95 GUSHER £9.95 BANANA DRAMA £9.85 
BBC 'B’ 0S1-2 ONLY — VB.08 32 ZX SPECTRUM VS. /0- 48 COMMODORE 64 VC 05: 64 (10 YEARS AFTER) COMMODORE 64 VC. 05: 64 COMMODORE 64 | 64 


ZX SPECTRUM VS. 07. 48 


FANS PLEASE NOTE! ALSO AVAILABLE MAIL ORDER 
FROM VISIONS (SOFTWARE FACTORY) LTD 


| FELGATE MEWS, STUDLAND STREET, LONDON W6 SDT THE NAME IN VIDEO GAMES 


ce el his is a strategy type game without 
graphics. The skill lies in choosing the 


away from the hole. 


correct club according to your distance 
andom pro- 
cesses determine variation in the dis- 
tance travelled by each club around its 
average, and whether or not hazards 
are encountered. The mixture of skill 
and luck provides a fairly accurate 
simulation of a club golfer’s experi- 
ence. The course record in the author’s 
household is 67 or 3 under par for the 
round. Good luck! 


Arrays 

PAR% Contains the par score for 
each hole. 

DESC$ Contains the name of 
each hole. 

SCORE% Contains the score 
achieved on each hole. 

DIS% Contains the length of 
each hole. 

LIST 


10 REM GOLF GAME 


20 REM Jonathan Evans, 


se 





PARS% Keeps running _ score 
against par (o=LEVEL 

etc). 

DIR% de to check if ball hit past 

ole. 

K% Flag to check if first or sub- 
sequent putt is being 
made on the green. 

SC% Accumulates score on the 


hole in current play. 
D% Distance away from the 
hole in whet ai be 
Flags position on hole in 


PLACE% 
play: 1-tee; 2-fairway; 
3-green; 4-in hole. 

TT% Total score for round. 

C1$,C$ Choice of club. 

W% Number of wood chosen. 

I% Number of iron chosen. 

E% Playing strength of wedge 
chosen. 

P% Playing strength of putter 
chosen. 

Di% Distance travelled by last 
shot played. 

PR% Par for hole in current 
play. 

RUNdown 

Lines Action 

10-200 Calls introductory proce- 


dures; 
course. 


prints card of 


December 19983 


20 MODE7:FPROCdata: FROCheader 


40 *FX15,1 
5Q DEC#=GET# 


60 IF DEC#.>"Y" AND DEC#<="N" GOTO 4a 
70 IF DEC#="VY" FPROCinstruct 


80 FARSZ=0 
fice deat 
100 PRINT 
110 FOR HOLE=1 10 9 


120 PRINT CHR#1313; HOLE; SPC (S) s CHR#120; DISZ (HOLE) ; " 


PARZ (HOLE) 
130 NEXT HOLE 
140 FOR HOLE=10 TO 18 


iSs® FRINT CHR#121; HOLE; SFC (4) ;CHR#120;DISZ (HOLE) ;" YARDS"; CHR#129; " 


PARZ (HOLE) 3 
1460 NEXT HOLE 
172 PRINT 
180 ¥*FX1i5,1 
19@ REPEAT UNT 
200 DIR“%=1 


e i has 


‘“"Here 1s a card of the course"’ 


‘"Press SFPACEBAR to start" 


A.» ; 





210-500 Main ‘gigs to} loop. The 
nested .REPEAT loop 
(lines 250-400) handles 
the play on each hole. 
Prints score for round; 
offers another game. 
DEFPROCdata: reads 
data into arrays. 
DEFPROCchoice: _ pres- 
ents choice of club, calls 
relevant procedures; han- 
dies putting if chosen. 
DEF PROCwood; DEF 
PROCiron; DEF PROC- 
wedge: offer choice of 
club and compute dis- 
tance travelled by the ball. 
DEF PROCtest: updates 
vie flags PLACE% and 


o. 
DEF PROChazard: when 
called (from line 380) 
chooses randomly 
between ten chance 
events. 
DEF FNPAR: _ function 
returning string from the 
value of PARS%. 
DEFPROCinstruct: 
optional instructions. 
DEF PROChole: provides 
sound effect and mes- 
sage when the ball is 


holed. 
1610-12660 DEF PROCheader: title 
and choice of instructions. 


Conversion clues 


The program should run on a BBC 
Model A as it stands and on an Electron 
using Mode 6 with CHR$ codes 
removed from PRINT statements. Con- 
version to other micro’s should be fairly 
easy, replacing PROC’s with GOSUB’s 
and REPEAT’s with IF THEN. . GOTO’s if 
your BASIC lacks these features. The 
sound commands (lines 1530-1540) 
should be removed or replaced. The 
pause at line 390 can be achieved by a 
dummy FOR loop. 


510-610 
630-740 
750-880 


900-1130 


1150-1240 


1260-1370 


1380-1410 


1420-1500 
1510-1600 


YARDS"; CHR#129; " FAR "ss 
FAR "'s; 
ce er, 2 in 
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620 DEF FROCdata 

549 DIM FAR% (18) sDESC# (18) . SCORE (18) ,DIS% (18) 
65@ FOR HOLE=1 

660 
67@ 
680 
59°C 
7BQ 


710 


935218,35,404,4, 147,35 


720 


The Sparran,Eye of the 


730 


land 


742 
“7 t 
Dares 2 


74 
779 


780 
790 


808) 


GOTO 


318 
S20 
5.352) 
348 
350 
SSL 

37 @) 
SBQ 
O70 
A) 4) 
7918 
920 
PQ 


TO 710 


F4Q 
PIO 
P62) 
979 
78 
990 
180@ 
101@ 
1020 
1Q30 
1842 
105 
1062 
187 
1089 
LQa9@ 
1100 
111@ 
1120 
1120 
1140 
1158 
116@ 
1178 
1188 
1190 
1200 
1219 


sHoabbit 


home 


¥> 


S 


— 


\ 
er 
a 





TO 18 
READ DIS% (HOLE) .PaRY 
NEXT HOLE 
FOR HOLE=1 To 19 
READ DESC# (HOLE) 
NEXT HOLE 
DATA 410,4,156,3,385.4. 504 
6392,4,558 


DATA Abandon al] 








(HOLE) 


9 yo 4 

hope,The witches - Cauldron, Goblins’ he unt, Travellers 
Needle ,Undear Mirtey OOd,0Qasi 
NO” come back agqain?,Devil delight ,Doom,Rabbi t SCrape, Bunke 
Hhill,Haunted ¢ Slrway, It’s a lon Gd road that has no + UrNing,Home swee 


End “ 
S ,Foxhole 


DATA Will 


Ye 


ENDFROC 
DEF FROCchoice 
[FF PLACEZ=3 GoTo 922 
PRINT’ “What kind Of club cdo YOu want? Iron (IR) o-¢ Wedge (WE) 
¥FXIS, 1 
INFUT Ci¢:C#=LeErT #(C1¢, 2) 
IF C#="wo" PROCWwWood ELSE IF Be 
77@ 
ENDF ROC 
INFUT"How hard cdo 
IF P%=1 AND Dx%= 1 
IF P4<1 OR Py GOTO 828 
DLA=2#PY%-2+RND O55 
D“Z=D%-Di% 
IF DAO THEN 
ENDFROCG 


"IR" PROC IF 


YOU want to hit 
THEN D%=@: ENDPROC 


YOur 


pute (pes) 0 ry 


| on - se . / 
L} ian het Fe 


DEF FROCwoodt 

INF UT * "iy hich wo Od do 
{IF WA<1 OR wy “4 GOTO 
IF WA=1 AND PLACE K< =4 


YOu want (1-4) 
718 

THEN PRINT YY Ou can only use a 1 w 200 off the 
D1I4=215+RND (= Y)—-(Why~ 4 
DA=DA%Z-D1% 
IF DKA<O THEN DIR“Z=—1: D%ss--pH vA 


ENDFROC 


)#2EH 


DEF FPROCiron 

INPUT’ "Which iron do you 

IF [423 OR L%29 GOTH 1WQe 
D1“=170+RND (2@) —¢7 A~ 3) #1 
DA*A=D%-D1LY 

IF D%2Q@ THEN DIRY=- 1: D% 

ENDF ROC 


Want (3-9) 


=—[)% 
‘a 


DEF FROCwedqge 

INPUT’ "How hare do you want 
IF EX<1 OR EXD5 GOTO 108@ 
DI*=10+RND (20) +(EX%-1) x2g 
DA=DA—-D1% 

IF DKEB THEN DIRAZA=—1:D%=—py 
ENDF ROC 


to hit your wed ger’” CIB) 9 Ey 


DEF PROCtest 

[IF PLACEZ=3 THEN 121Q 

IF PLACEZ=1 THEN PLACEYZ=2 

IF D%<1 THEN PLACEZ=4: ENDEROC 
IF D4¥<1LS THEN PLACE%=3 
ENDFROC 


TF R4“=@ AND D%<1 THEN PLACEy=4 
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1220 IF KY >@ AND D%22 THEN cL ACEZ=4 

1230 KLZ=KEZA+1 

124@ ENDFROC 

i250 : 

i26@ DEF eROChazard 

i279 ON RND (1@> GOTO mea. 1290415001310, 1520, 1550, 15400 2580. 088s, 

1280 PRINT “You sliced into the rough" "and took a shot ta hack out. '2SCh=SC441 
»ENDFROG 

1290 PRINT’ "You hooked into Lhe trees" ’ "and lost & shot for aM unplayable ball. 
6 SC%=SC%+ 12 ENDPROG 

1200 PRINT’ "You sliced into the rough" “ "but got a free drop. ":ENDPROC 

1319 PRINT’ "You landed in a bunker and took “a shot ta g at out. "5 Sscy=SC“zr1: EN 
DFPROC 

1320 PRINT "Your ball went into the river. "‘"It cost you 4 shot ta drop out. "35 
oy =SC%+1: ENDFROC 

1220 PRINT’ "You went out of bounds and" "had 4 two shot aenarty. *sSexescer ise 
FROC 

1240 PRINT’ "You lost a ball and had to play" "again (two shots Lost). "sSC“=SC4+ 
3s ENDFROC 

{350 IF DIRZZ@ OR PL ACE“=5 ENDFROC ELSE. PR TNT SY OuUr ball landed on 4 rock and" ” 
MHhounced an extra S@ ards. "2Ds=D47SOs IF pny<@ THEN OY%s-D%I PRINT" YOU went past th 
eS hole. ":ENDPROC: ELSE ENDFROC 

1260 IF DIRZ.@ OF EL ACEX=> ENDFROCG ELSE PRINT "Your ball mit a tree and" ’ “rebou 
nded S3@ yards 'sD%=D4t50: ENDFROL 

1378 PRINT’ "You hooked into the trees Bk UY OuUr bal} bounced back anto the fal 
rway. "'sENDFROC 

iz8@ DEF FNFAR 

1390 IF PARSZ=0 "(LEVEL " 

1490 IF PARSA?3 1 4"4STRE (FARS A) 

141@ IF F ARSZAO =5S TRE (FPARS?? 

14270 DEF eRoOcinstruct 

1420 CLS 

1440 PRINT’ ("This progr am gives you an 18 hole game" "ot golf. For those unf ami 
liar with" "game , the object 15 to get around int‘"as few shots as possible. The 

ar "‘"score for each hole 15 what a2 good" "player wold axpect to make,taking’ 

1450 CRI NT two putts per green." * “OFF the green you have a choice u''theatween 
ure woods , Seven irons or a" 
d clubs with SMALLER” 

1460 PRINT number = go eurther. " "when you use 4 wedge (tor shots ot neni ao ya 
rds or less) or a putter , Hetvou are Oo gfared a © hHoice of Pp Laying <i 
these cases 4 larger 


Uwedge. In gener al woods go further" "than irons, an 


Hetrengths- In 
on mb er will make the ball travel" "further - Bood Luck ~ 
1470 PRINT “Fress SPACEBAR to start." 

1488 xF X21 

1490 REPEAT UNTIL GET=22 

1508 ENDF ROC 

i91@ DEF eROChole 

1520 ePRY=FARY (HOLE? 

1530 SOUND, 4,24,56 

1548 ENVELOPE 50956 11, 200,0,8,126 501890126922 83 en 

i550 If SC% SPR THEN SRINT’ °° 1 $SCL-PRZG OVER eA! : ENDFROC 

1560 If SCLEFRA THEN RINT? ( CHREL293 “PAN SCORE" : ENDFROC 

i570 If sc%=1 AND PRAT INT Te? CHRE1 S63 CHRSLS1 $Y HEE IN ONE Pri, ENDPROC 
1580 IF PRY-SCH= 1 THEN PRINT’ '’ “CHR#154% 3TRDIE 11; ENDFROC 

1590 IF eRY-SCLFe THEN PRN Laces agupet eee Ghel ser Geo (1s ENDFROC 

1400 IF eRY-SCA=5 THEN RINT? (07 “CHRE1S63 CHRE1S05 © ¥*" ALBATROSS Sue. ¢x%" s ENDFRO 
C 

1610 DEF eROCheader 

1620 PRINT cheader eigis0s CHREIS7sCHREIZIS SEC 1S) foc 

1630 PRINT puna 1 443 CHRS S04 Cesis7sCHRS1275SPC (1) Soe 

164@ PRINT Se te ay pcHnei ses CHRO Late One Te Evans” 

1658 PRINT TAB (@,20) ;CHRE1343 "Do you want Anstructions (Y/N) 2?” 
1660 ENDPROC 








TURBO CHARGE 
YOUR SPECTRUM 
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Outperforms any Spectrum inter face 


The unique Turbo interface from Ram gives you all these Or call our credit card hot line on 02514 25252. (Access and 
features — and more — in one unit: Visa welcome). 


= Avariety of interfaces including: Rom cartridges, two 9-way D plugs CUB jel Electronics (Fleet) Ltd, 106 Fleet Road, Fleet, Hampshire 


for standard joysticks, PLUS full expansion bus at rear. 
** Compatible with Kempston and Protek protocols. | Please send me: 


-—--—-—--------- 


“= Works with latest Quickshot Mk II auto rapid-fire joysticks! _______ Spectrum Turbo Interface(s) at £22.95 


+ £1p+p (overseas orders £3p+p) 


______ Quickshot Il Joystick(s) at £9.95 
(Only when purchased with Turbo —normally £12.95 + £1 p+p) 


= Choice of Rom cartridge or tape cassette software. | 
*= Built-in power safety device — unique to Ram Turbo. | | enclose cheque/postal order or charge my Access/Visa for: £ 
| 


® Instant program loading with cartridge software. 


a> =| BERR SERRE SEE 
* Immediate availability — orders will be as a 28 days Name 
"gh receipt of order. Address 


“& Incredible value — only £22.95. ; } \\ i: ee ere eee See 
So don't wait around—simply complete [7 ee 
the coupon and send it to us today. - To: Ram Electronics (Fleet) Ltd, 106 Fleet Road, Fleet, Hampshire GU13 8PA 


ruReS Trade and export enquiries welcome. 


== Full one year guarantee. 
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TRADE ENQUIRIES: ANIROG SOFTWARE LTD. °29 WEST HILL DARTFORD K 
MAIL ORDER: 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT CARD SALES 
PAYMENT BY CHEQUE P.O. ACCESS/VISA 50p POSTAGE & PACKAGING 

















We have had a few queries about pro- 
grams published in our March issue so here 
are the relevant case histories. 


Case History 1. 


Gridrunner, for the Spectrum 
This needs a short line added:- 


40 LET score=O:LET hiscore=0:LET 
men = 4:LET m$ =*‘Imn imn Imn” 


Arcade Ace.... 


As ever | have been on the hunt for bugs 
and have found some in some pretty major 
arcade games. 

The Vetrex Home Arcade system has a 
bug in the Wizard of Narzod game. If you 
play a two player game and the first player 
reaches the Mystic Hurler and then gets 
killed by his fireballs the second player will 
find the hurler appears on the first road. 

William‘s Robotron also has some bugs 
in it. The first occurs on the ‘brainwave’, 
when all but a few brains have been killed 
let the last few start to track you. As they 
move sideways you must move right to 
the edge. Because a brain is wider than you 
are it cannot line up and so will not come 
down to get you. It will however fire laser 
bolts at you, you can score points by pick- 
ing these off, they come straight down and 
are easier than usual to get. The other ‘bug’ 
occurs on the tank wave but does not help 
you score any points. Each tank can only 
shoot twenty shots. These die after two 
and half bounces across the screen if you 
do not shoot them the tank assumes that 
they have not died and will not shoot them 
any more. This means that after all the 
tanks have fired twenty times no more 
bullets will appear. It is only safe to try this 
when there is only one tank left on the 

screen. Then you can take a rest. The best 








way to avoid the shots is to hug the border 
and watch out for any bouncing bullets. 


Battlezone 


Another of my favourite’s. The computer 
inside this fancy 6502 — based monolith 
does not know what the back of a missile 
looks like, so if you hide behind a cube as a 
missile comes to get you, when it flies over 
your head you can spin around and watch 
the front of the missile retreating, rather 
than the back. You can’t shoot it, it will 
outrun your bullet. 


Pac Man 


Yes, even the famous Pac man has a bug in 
it, but is highly unlikely that you will see it. 
Because the machine uses an 8 bit chip it 
can only cope with 255 screens, when 
you get to the 256th it sort-of crashes, on- 
ly half a maze appears, and the full 
character set then fills the right-hand half 
of the screen. It is also possible to go 
through the red ghost, I've seen it done but 
| don’t know how, the player wouldn't tell 
me. if anyone out there can do it drop mea 
line. 


Dig dug. 


This is one of my favourite games but un- 
fortunately it appears to be disappearing 
from the arcades, perhaps because players 
are getting too good too quickly. Like Pac- 
man you can learn the game patterns. The 
bug comes in the form of killing the dragon 


Who sent the 


+ 


Death Star? « 


DeatitSiah 


Three-dimensional terror 
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twice. Choose a sheet which has a dragon 
in a cave below a rock. Dig up from below 
the cave and inflate the dragon (which 
must be the last nasty on the sheet). Then 
walk through the paralysed dragon to 
below the rock. Keep the monster inflated 
just below bursting point then run below 
him, turn, pump and just before the rock 
hits blow him up. The dragon then dies 
twice, the machine loses track of how 
many monsters are on the screen and the 
sheet doesn’t end. This leaves you to roam 
around at will without any aliens to bother 
you. However once you have dug away all 
the earth there is no escape and you can- 
not progress. 


RRP £5:99 inc. VAT 
For CBM-64 & ZX Spectrum 48K 
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| BLACK CRYSTAL 


eT 


The Classic, six program adventure 
game for the 48K Spectrum and 16K 
ZX81 computers. No software 
collection is complete without it. 
Black Crystalis an excellent graphics 
adventure and a well thought out 


| package. Sinclair User, April 83 

| Black Crystal has impressed me by 
, its sheer quantity and generally high — 
| Quality of presentation. | am afraid |! 


have become an addict. Home 
Computing Weekly, April 83 
Spectrum 48K 180K of program in 
Six parts only £7.50 

ZX81 16K over 100K of program in 
seven parts only £7.50 

WHY PAY MORE FOR LESS OF 


| AN ADVENTURE? 


THE CRYPT by Stephen Renton 


Prepare yourself for the many 
challenges that shall confront you 
when you dare to enter THE CRYPT. 
adelsia' slimy: tircen2idemelt-lala@e-iele)g ello] ate 






Hell spawn, Craners, Pos - Negs and | 


_ #fyou are unlucky enough — the Dark 


Cyclops in this arcade style 
adventure. 


Available now for the 48K Spectrum. 
at £4.95 |... 


$ 

















} THE ADVENTURES OF 
ae ST. BERNARD 




















STARFORCE ONE 
An exciting, fast moving, machine Take on the robot guardians of the 
(ovolel< Mm. iget-(elomer-laitom ial ola-m Ze, e me lelle (=) central computer in a superbly 
your intrepid St. Bernard through the ‘Stylised dgleciomelitalsiatcicejar: iim er-beals! 
perils of the icy wastelands to rescue game. 
his Mistress from the each se oad ie (100% machine code arcade action) 
lelelstiiarcde) ici snowman. : 








jilable for 48K Spectrum £5.95 
PMT litelelom (elae tol 4 Spectrum >. = : 





ZX81 COMPENDIUM 


Alien Intruder, Wumpus Adventure, 
Numerology, Hangman, 
Hieroglyphics, Movie Mogul. 


THE DEVIL RIES iN 


i uttered the last incantations as. the 
glock struck thirteen. All fell : 
except for a faint rustling. ic. 
corner. From out of the shadows they 
came, all Hell's fury against me but 
was not defenseless until the. 


The ideal software package for all: 
16K ZX81 owners. Six major 
programmes on two cassettes for 
only £6.50 

| Alien Intruder/Hieroglyphics — Both 


HIEROGLYPHICS 


WUMPUS ADVENTURE 





MOVIE MOGUL 


HANGMAN 





The above are available Natgeltiela most good computer stores or direct from: 


North Weylands Ind. Est., Molesey Road, Hersham, Surrey KT12 3PL. 
DEALERS: Contact us for your nearest wholesaler. 





programs make good use of graphics 
and words to make a very entertain- 


ing package. Sinclair User Aug 82 


| Alhen/Hieroglyphics/Wumpus/Movie 
== A varied mix from Carnell, all 
| featuring imaginative responses and 


graphics and all of them good games 
for all ages (Hieroglyphics is 
particularly good for children). 


| Popular Computing Weekly Aug 82 


of Death, astride a winged horse, 
joined the battle. Avoiding his bolts. 


of hell fire, | took careful aim. My & 


chances were slim, but if sa fuck 
; held. 


(Fast moving, machine code, ali 
action, Arcade game) 


Available for 48K Spectrum £5.95 


oy -V=1 | = ee) a! 7.) =] = i 














1 NAMING THE DAY 


The boy’s name is ROY. Completed these 
form the initials of the colours of the rain- 
bow — Red, Orange, Yellow, Green, Blue 
Indigo, Violet — or if you prefer — Richard 
ORY Ge. ce 


2 OPPOSITES ATTRACT 


HUGE 
HUGS 
TUGS 
TUNS 
TINS 
TINY 





6 ONE OVER THE EIGHT 


He had no brother, but he did have an 
alcoholic sister. 










Z/A/O|A|H|m/9|O 
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‘TDYS/H{E[G/R/ 1 |N 
E‘L/S/P/E|T|H|A|N|D 
DILJE/E[NJO/E/L/SJA 
O/P/E|N|S/E/A/S/O|N 
ASITISTE|V] 1 {LIC 
S/E[X]T|OIN/Y|T/EJE 


3 POPPING THE QUESTION 


The maximum number of guesses required 
to detect any number below ten million — 
or even 15 million in fact is just 24. 

To establish the number begin by asking 
if the number is less than five million. 
“Yes” or ‘‘no”’ immediately eliminates half 
the possible numbers in one guess. Repeat 
the procedure and by simple elimination 
the number will be deduced after 24 ques- 
tions, providing you or your friend don't 
lose interest. 


4 PROPOSING THE TOAST 


r------»! 





5 IN THE SPRING 10=Y 15=L 
11=E 16=B 

1=H 4=S 7=W 12=T 17=R 
2=D 5=X 8=A 13=G 18=U 
3=M 6=I| 9=Z 14=N 19=V 
20=K 

21=F 

22=P 

23=C 

24=0 

25=Q 









































7 TWO OVER THE EIGHT O5 RISK 
113 JIGSAW 
Fill the three pint container and pour the P6 CAREERS 
contents into the five pint container. Refill A5 SNAKES & LADDERS 
the three pint container and pour as much K11 FORMULA ONE 
as you can into the other. This should have P6 CHINESE CHECKERS 


room for two pints, leaving one in the con- B1 DARTS 

tainer your are holding. Do with this as you P1 SHOVE HA'PENNY 

will, B12 MASTERMIND 

E8 HALMA 

8 ALL IN THE GAME C10 GO 
A2 KENSINGTON 9 LONG ENGAGEMENTS 
I6 CLUEDO 
ES CHESS The king chose 2500 Glucks a day which 
F5 SCRABBLE for thirty days totals out at GF75,000 
B7 LUDO (Falkovian Glucks) A tidy sum indeed! 
E7 DRAUGHTS lf he had chosen the other offer — 1 Kippo 
B2 CAMPAIGN for day one, (1KF=1/100 GF) doubling 
F10 BINGO each day, after just thirty days the king 
O39 MONOPOLY would have accumulated the kingly sum of 
F10 BACKGAMMON 5,368,709 Glucks and Kippos! 
H3 SKIRRID You could say the king made the wrong 


JS OTHELLO choice. 


you enter the 3rd dimension. 
To win | 
you ~~ find the 


Death Stata 


Three-dimensional terror trom RABBIT SOFTWARES 







RRP £599 inc VAT 
For CBM-64 & 2X Spectrum 46K 
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ssa THE COMPUTER OBEYS 


: Ns 


— Easily programmed voice control 
_ Sensitive to individual voice prints 
__ Instant response on screen 


__ Your attention can stay on the screen 
— not on the controls 
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2 ONLY 
BREAKTHROUGH £49.95 anne 









































. . . . . — 
In this game your mission is to pilot a 


ship down through a moving asteroid 
belt, pick up stranded crewmen from 
the planet's surface and deliver them 
into a safe parking orbit. Sounds easy 
so far, doesn’tit? Just to make life more 
interesting the asteroids speed up after 
each successful pick-up and when 
eight men have been rescued they start 
becoming invisible. The auto-pilot will 
engage for landing, take-off and orbit 
but you must pilot your ship through 
the asteroids using the arrow keys E, S, 
D, and X to steer. Fuel will be used each 
time you press a key. 

You start the game with three ships 
and if one is destroyed another will take 
its place. The number of ships and 
amount of fuel remaining are displayed 
throughout and the game ends when 
all your ships are destroyed or your fuel 
supply runs out. 


Playing hints 


Don't try to fight your way through the 
asteroid belt because fuel will quickly 
run out. Drift with them and time your 
bursts of power carefully and the iner- 
tia of your ship will carry it through. 

lf you find the control keys uncom- 
fortable to use change the values of Kin 
lines 270-300 to the ASCII codes of 
those you prefer. 


Conversion clues 


As sprite graphics are used in this pro- 
gram it would be almost impossible to 
convert It to another computer without 
these facilities. If you want to try.con- 
verting here are some Extended BASIC 
statements for reference. 


CALL SPRITE (sprite number, charac- 
ter code, colour code, start row, start 
column, row velocity, column velocity) 
— places a sprite on the screen. 


CALL COINC (ALL, variable) — detects 
a coincidence or collision of any two 
sprites and sets the variable to -1. 


CALL MOTION (sprite number, row 
velocity, column velocity) — sets or 
alters the speed and direction of a 
sprite. 


CALL SUB PROG (X,Y,Z) — transfers 
control to a user-written sub-program, 
with optional variables transferred 
from the main program. All other var- 
lables remain local to the main or sub- 
program. 
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Lines 


140 


150-170 
180 
190-200 


50 


\ / 270-300 
em /'310-320 





~~ a 


Y C\ Ya 


/ WA 370-420 
. 





ey 440-600 
, I 610-750 
XN bua 760-860 


SHP 
RSC 


SP 
FL 
Z 


K 
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RUNdown 


3 Sub-programs: 


870-1010 
1140-1210 Ship hits asteroid. 


Main variables 


Action 


Clears the screen, sets 
sprite magnification, sets 
screen colour. 
Sub-program calls _ for 
instructions, graphics 
definitions and _ screen 
set-up. 
Set variables. 

Display ship and fuel 
values. 
Checks if all ships or fuel 
one. 

heck sprite coincidence 
and call sub-program if 
required. 
Check if key has been 


pressed and_ produce 
white noise. 

Move ship if key has been 
pressed. 


Find position of ship and 
jump to appropriate sub- 
program. 

Check for sprite coinci- 
dences. 

Game end. Delete sprites, 
clear screen, _ display 
score, request another 
game. 


Instructions. 

Define characters and 
colours. 

Drop crewman at top of 
screen. 

Pick up crewman. 


Number of ships. 
Number of successful res- 
cues. 

Speed of asteroids. 

Fuel remaining. 

“Flags” crewman aboard 


ship. 
ASCIl code of, key 


<0 


Ya: 


AZTEROID RESCUE 


100 REM 
Lid KEM 
ell REM GRAHAM BALDWIN ised 
ist REM 

140 CALL CLEAR :: 


LALL MAGNIFY oS 
52: CHLL SUREENCII3O<2: BHBDOMICE 
150 CALL IN=ETRUCTION: 
160 CALL GRAPHICS 
17u LALL Se ees 
161 SHP== £2 SPe=b0 +e RSs: 2? 
eet a2 FE SSag 
190 DISPLAY Bi tlsi?ds “FUEL (FFL 
P00 DISPLAY AI Gss12: SHIPS: SHP 
c10 FEM =MAIN LOOFS 
eo IF SHP<1 OF FL<1 THEN 3/0 
est tm c COLE CRLL eshte IF H THE 
NM CALL CRAEHC2Z:SHPIELZE CaO 
e4fi DISPLAY Al css623SHP =: GOTO 
cou 
2S0 CALL EEYtSsKsSa:: IF ==0 THE 
i Siu : 
260 CALL =OUNDC-250.—-S.83 
crl iF K=69 THEN CALL MOTIONC#IO 
Pleri =o t: Gulu Sit 
=65 THEN CALL MOTION C#10 
pOsifot: FLS=FL—-1 ¢: GOTO slid 
230 IF K=83 THEN CALLE MOTION CHIO 
sfls—1l232: FL=FL-1 :: GOTO 310 
300 IF K=8S THEN CALL MOTION HILO 
4 ile@sts: FLEEL—1 
S10 CALL POSITION¢#1i0sysa3:2: IF 
“>16e THEN CALL PICKUP CAPs 2% 
S20 IF 7¥<15 THEN CALL DROP CREC: 2 
sot CALL COP CALL sHie. IF. H THE 
Al CALL CRASH (2Z:2HPIELSE S50 
S40 DISPLAY Al tss6) SSH fs GOTO 
220 
yu Bisei fy fe CL eG SEL ts SUT uc 
cl 
360 REM #65AME OVERS 
370 CALL BELSPRITE CALL: : 
LEAR :: IF FL*0 THEN FL=0 
360 DISPLAY Ai tiGs6)2 YEU RESCUE 
D skSCs MEN, 
390 DISPLAY AT Cle@s6): “FUEL FREMAI 
HING- "SFL 
400 DISPLAY AT ci4s6; BEEP: FLAY RA 
GAIN? ¢y-No” 
$10 CALL KEY CSsKs3:: 
N 410 
420 IF K=89 THEN if =: 
THEN 400 :: END 
430 REM #SUB-PROGEAMN:= 
440 SUE INE TRUCTION: 


CALL G 


iF -S=0 Tre 
I- EAP re 


Fate 


450 DISPLAY AT(i0s6): "ASTEROID HE 


4640 DISPLAY AT tii: 5): “###es#e8#84 

HHHHHHE 

470 DISPLAY AiCi4d: 3S) BEEP: DG TOU 
NEED BRIEFING? ‘¢yY-“N2~ 

450 CALL KEY Csskahod: 

No 460 

490 IF K=7S THEN CALL CLEAR if 3 

UBESIT . 

S00 IF E¢>eo THEN 4/0 

Biv DISPLAY Ai seee 7 eeesce FLL: Ss) 

EEF YOUR LANDER THROUGH” 

SoU DISPLAY Hitos 3): [HE ete 

USs-US Ne THE 

S30 DISPLAY Abtere) ARR REYS 

(EXDRA2s TO PICK” 

"40 DESPLAY Al iSs302 UP THE STA 

HDED CREW AND” 

sou DISPLAY BEC iss): LARS oe 

fi INTO PRRE TMi” 

SeU DISPLAY Al clssie:s GRETI. Le 

lilhHi AND ORBIT ARE” 

Sr U0 HIGSFPLEAY AT CLS:63% FEN Peele 
BY RUTUFILE 

SSO DISPLAY Ai C19: 4) BEEPE PRESS 

ANY KEY TO PLAY” 

Soll CALL REYtgsKRse)s: LF Se THE 

H Sou 

600 SUBENT 

610 SUB GRAPHICS 

Seu CALL CLE 

B20 CALL CHAR C9e. “OOS SCR be AEO 


IF %=0 THE 


NS0B0E1CiIS8iSroEnEn”> 
640 CALL CHAR ©1000; “1lbsrscisocisi 


650 CALL GHAR C104: “OQ00F1LFSFrs7F?7 
SrFrorP3oFiFiFfer41lE sour OF SFCLEFEC 
EFECEFEFCFSFSE4scCr > 
660 CALL CHAR C108: “Us0edlisor orl 
Ter OF OP OF OCLlBisssers deos08 00 o60F Oe 
MERE NE NE DROSS Oe SS SS 
ero CALL CHAR Clleés “desde nogeSou4A 
Hohe ned oooges oboe bases: 
Neda hi nbdeineedasdoa’s 
BS0 CALL CHAR CL16s Us0E01 0S0 700 


NEE NE NE DROeR GRE DE oS 

690 CALL CHAR ‘129: "183CFFFFFFFFF 
FFF") 

700 CALL CHAR Cl se: 1Sleslesesrer 
FR 2 22> 
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SITION c#ii 


fi 


PO: 
COLOR ¢# 


| THEN 
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COMPUTER CABINETS 


AND HOUSING UNITS 


From only £13 + delivery 
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MARCOL CABINETS 


PO Box 69, High Street, Southampton 
Tel: 0703 731168 (24 hr answering) 








Turn your CBM64 into a 
sophisticated synthesiser, a piano, 
violin, organ, guitar or harpsichord. 
Woodwind, drums or cymbals and play 
along with your own or any of the 
preset rhythms. 

You can compose pieces of music 
note by note, produce explosions, 
birdsong, trains, thunder, flying saucers 
and hundreds of other special sound 
effects for use in your own programs. 

All this and an unbelievable range 
of special features: 

4 Wave Forms: Triangle Wave, Saw Tooth 
Wave, Square Wave, White Noise. 
Glissando, Pitchbend, Modulation, 
Layering, Tempo Control, Pretab, 
Envelope Shaping, Synchronisation, Full 
Editing, Record, Playback Save, Transfer, 
3 Voices, 6 Preset Rhythms and 2 User- 
Defined Rhythms. Full screen, easy to read, 
display of effects. Full, easy to follow ensive manual. 
instruction manual included. 


Other great games for the Commodore 64 include: PURPLE TURTLES 
—Go Turtle bobbing with the cutest Turtles ever seen! £7.95 @ 
AQUAPLANE - Ski through Marine Maniacs and other Aquatic 
obstacles £7.95 @ RING OF POWER - Search through the kingdom for 
the Mystical Ring £9.95 @ QUINTIC WARRIOR -— Stand alone against 
All games marketed exclusively by Quicksilva Ltd. the sinister Crabman and other mangled mutants! £7.95. 





Quicksilva Mail Order P.O Box 6 Wimborne, Dorset BH21 7PY. Telephone (0202) 891744. 











eee | <r 
Super 3D arcade action Invaders will test your skill and 3D co- 
ordination to their limits. 8 rippling colour Invader screens of 
increasing difficulty with keyboard controlled 3D laser movement 


and fire sequence. (Brain required) £6.95 


DRAGON 32 


MRC £6.50 @ Fruit £4.95 @ Look and Learn £4.95 © Pontoon £4.95 
Missile Command £4.95 @ Graphics Demonstrator £4.95 
Tango Foxtrot 01 £6.50 © Space Crystal £6.95 


ORIC 1 48K ATMOS COMPATIBLE 


Oricle (Smart Oric) £6.95 © Flight Simulator £6.95 © Super 
Fruit £6.95 @ Space Crystal £6.95 





f QUARK DATA P.O. BOX 61, Swindon, Wilts. Tel. (0793) 40661. i 
| Please supply... 


ew we ee oe ow el 








48K SPECTRUM FRED 


Author: Indescomp (] 
Action beneath the 
Pyramids! 
Fearless Fred the 
Intrepid Archaeologist 
searches the creepy 
catacombs below 
the torrid tomb of 
‘Tootiecarmoon for the 
terrible treasures amidst 
monstrous mummies, 
ghastly ghosts, bats 
and rats! 


COMMODORE 64 
BOOGABOO (THE FLEA) 


Author: Indescomp (] 
ltchy action! 

Jump your way out of the 

caves with Bugaboo the flea 

but beware of the fearsome 

Dragon as you jump around 

the exotic vegetation. 


48K SPECTRUM | 
RAYMOND BRIGGS’ LL) 
THE SNOWMAN 
Author: David Shea 

An enchanting game based 
around episodes of Raymond 
Briggs’ amazingly successful 
book. 
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All games marketed exclusively by Quicksilva Limited. 
Please send me the games | have ticked. 

| enclose cheque/P.O. for __ESSSSS 

Send to Quicksilva Mail Orde”, x= , | 

P.O. Box 6. cor 
Wimborne, Dorset BA2T 7PY. 
Telephone: (0202) 891 744 
O_o = == — 
Address —__ a 
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Ruts 5 QUICKSILVA Ltd's terms of trade and conditions of sale. 





Copies of which are available on request! 


SAVE £4.25 by receiving 
a FREE magazine binder 
when you 

subscribe to 





































~Games 
OMPUTING 


> It’s true, by subscribing to Games 

_ Computing you will not only receive your 
~ personal copy direct to your door for 
_ awhole year but also have a superb 

- ASP magazine binder in which to 

* keep your copies AND IT’S FREE! 

All you have to do to receive your FREE 
binder is book a subscription to 

Games Computing before 29th February 
1984. What could be simpler? Normally 
priced at £4.25, these attractive 
binders will hold approximately 12 
issues of Games Computing. 

Not for you any longer the chore of 
having to track down dogeared copies 
of your favourite magazine, instead 
you will merely go to your bookshelf 
and they will be waiting for you in 
pristine condition. 

Don't miss out on this outstanding 
offer — subscribe today and receive 
your FREE binder within 14 days of 
your order being received. 


o a 
SS — 
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SPECIAL OFFER 


Cut out and SEND TO: 


Air Mail 


I i 
| | 
| GAMES COMPUTING I am enclosing my (delete as necessary) j 
Cheque/Postal Order/Internatinal Money 
i | 
Infonet Ltd Order for £ 
Times House (made payable to ASP Ltd) 
[ 179 The Marlowes Debit my Access/Barclaycard * i 
Heme | Hemp stead (“delete as neccessary) 
Herts HP1 1BB 
| Insert card no. i} 
i Please send my free binder and Please use BLOCK CAPITALS and include post codes: | 
i commence my personal subscription j 
| with the issue Nome -( it! Baral Biisal os ois Ss ob.o's caw Rea Wa eR WA eR ; 
Jelete accordingly | 
SUBCRIPTION £12.25 for 12 issues | 
| RATES U K Address Seg EVES ee: CREPE EL SAORI: SLELE SOCw Tees Cre tele ey Bo LANES See e arate leans: DieCeuerda a lekere 
| OU RN ra Rc ik ese ata eae Ra eee l 
overseas surface : 
£36.00 for 12 Issues Shes eat UN sas esos eas hea aR RKO ERAS CEE NTO SE AR AIOE SDRC 


FR a a sass ree Taree eI TSO ARETE ITE io lete ta\ta/le (ava alba tenia ie | 
(comers ems ees esse GS ee ee ee ee Ge eee ee ee ee ee ee es ee eee ees ee ee eee ee ee ee eee ee 
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JUNGLE JUMBLE (om 
ViflZ 2, Ql (a; 
STAR TRUCIGE (Os 


eA TIME ae 
Available for Spectrum, BBC and Commodore 64 computers 


SOFTWARE 
RETAILER 


f rgus Press Software Group. 
No 1 Golden Square, London W1R 3AB. 
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ACORNS@FT PRESENTS 
fil 


viator 


OI 
IEE TL 


ls rm 











This new and sensational production will leave you 
breathless as you master the art of flying a Spitfire. You ll have 


to think fast as you battle with the controls. And the suspense will 


be unnerving as you try out your new-found skills on increasingly 
difficult manoeuvres. 


Aviator is an exciting flight simulator which puts you in the pilot's se ‘i 
your wings as you explore a 3-D graphical world and score points by successfully flying™ 
under a bridge and between skyscrapers. Then meet your ultimate challenge- you alone 
must save Acornivile from the adv ancing enemy. £14.95 cassette. £17.65 disc. 


FusS full SUuQ0OCWG Progra IME 





Starship Command: . 

Are your reactions quick enough to fight off invad- 
ing enemy spaceships? Will your performand e report 
to ‘Hie Star Fleet Admirals be good enough for them to 
warrant you another craft? 

As Captain of a battle starship. only you and your 
skill can answer those questions. £9.95 cassette. 


£11.50 dise. 











JCB Digger: 

Get the Meanies before they get you! Dig holes for 
them to fall in. then fill them. Or scoop ier up in 
your shovel and dump them in the sea. 

The Meanies will become meaner and harder to 
destroy as your skill develops. testing you even further. 


£9.95 cassette. £11.50 dise. 


Dise versions are available in the new dual 40/80 track 


Free Fall: 

You've been attacked in outer space. All your crew 
members are dead after the Alphoids injec ‘ted the air 
supply to the space station with cyanide. 

You managed to get your space suit on in time, now 
defend the vital computer tapes from the Alphoids. 

But. be quick, you've only a limited amount of air. 


£9.95 cassette. Cll. 50 disc. 


format. These and many more Acornsoft BBC Model B programs 
are available from your local Acorn stockist. 

Alternatively, you can order programs by sending a cheque or 
credit card details to Acornsoft at the address 
holders can also order by telephoning @ 
same number fora free Ac ornsoft catalogue and Aviator poster. 

Acornsoft, c/o Vector Marketing, Denington Estate. 


below. Credit card 
(1933-79300. Ring the 


=) 


Wellingborough, Northants NN8 2RL. 








Please help me! 

| have lived on the planet of Alpha 
Centuri 11 all my life, but the planet has 
started to disintegrate. Most of the 
other inhabitants have already escaped § 
and| must try to do the same. There are 
only 100 minutes left before the planet 
finally explodes and each move that | 
make takes one minute! You must give 
me instructions to help me to escape. 


Words understood 


N,S,E,W, GO, IN, OUT, UP, DOWN, GET, 
TAKE, DROP, GRAB, LEAVE, INVEN- 
| TORY, EAT, DRINK, RUB, SWIM, PAD- 
DLE, WADE, UNLOCK, INSERT, WEAR, 
FILL, JUMP, CLIMB, REPAIR, MEND, 
FIX, HELP, START, FIRE, WAIT, LAND, 
PRESS, PUSH, CRAWL, PULL. 

| don't speak very good English and if 
| don’t seem to understand you, try 
another word. 


List of variables 


P% Current location. 
S%(X,Y) Holds map. 
B%(X,1) Holds location items are 
found in. 
O$(X) Holds descriptions of 
locations. 
G$(X) Holds. descriptions of 
items. 
N$(X) Holds words understood. 
AA-AK Act as flags to test if you 
have performed tasks cor- 
rectly. 
4 vac Holds items carried. 
ms Z2%,C$,B$,L$Hold words entered. 
M% Holds number of moves 
made. 













Conversion clues 


1. The program makes extensive Use of 























RUNdown 






420 Analyse either first two 




























































































the REPEAT UNTIL loop and is there- ; 

fore extremely easy to convert to run Lines Action letters or first three letters 

on the BBC micro and Electron, but not of word. 

quite SO easy for other machines. 50 Selects TEXT mode and 425 Garbage collection and 
chooses colours Of fore- increase number 0° 

9. BBC micro users — the only changes ground/ background (can moves. 

necessary are. be omitted for other 430-570 Acts upon words under- 

BBC users stood. 
















a) PING, ZAP, SHOOT, EXPLODE: 
replace DY other sound effects. 

b) Replace music in lines 5080-5095 
and 955-962 with tune of your choice. -- 
see data lines 40000-1090 0. 

c) Use MODE 7 . - - !€8V CHR$ exactly 
as they are they. select colours in 
teletext ‘ 

should use MODE 6 and delete refer- 







901-902 Ran out of time. 
S. 915-1000 Won game. 
60 Releases i 1010-1 420 GET item. 
memory area (only 1490-1540 Check item Is there. 
needed in 16K machines). 1599-1700 DROP routine. 
65 Turn off cursor. 1740-1780 INVENTORY. 
Calls instructions subrou- 4799-1810 Lose routine. 
1819-1840 SWIM. 
1849-1865 Paddle routine. 
1869-1885 Unlock. 
1890-1910 Wear routine. 
4920-1946 IN/OUT routines. 
1950-1966 Fill routine. 
1970-1997 Repair routine. 
2000-2010 Help routine. 
2020-2510 Start engines. 
9520-2540 Land spaceship. 



























































































































d) PLOT statements shoul be 
replaced with PRINT TABIX,Y) in lines 
5160-5240 and 5530-4435 (which plot 
teletext graphics). 
















































232-350 Decide where YOu ‘can 





















te: 
Some lines may seem to be too long 
























































Bx to type into the ORIC1. These lines can move from location yOu 
be entered if the abbreviation ? is use are in. 2900-3200 Push/pull/press routines. 
Sel for PRINT. You do not need to leave 8 351 Garbage collection - - - not 5000-5070 Titles. 
space after the line number, 4S the neede on ost 5080-5095 Play music .. . data for this 
computer will automatically insert one machines. held in lines 1000-10010. 
360-400 Print items you find in 5110-5130 Wait for space bar to be 


pressed. 
5150-5280 instructions. 
5500-5550 Teletext graphics. 
y 9999-1 9390 DATA for game. 



































REM ** ESC FROM A 
REM ** AN ADVENTURE GAME F RIC of all memory © z 
WwW. UC 















53 TEXT: PAPER @: INK 7 
55 DIM eoPER ar 7, gece 08 2 SB on HEH 
58 GRAB :REM TO RELEASE THE HIGH eESOLUT LON MEMORY AREA cOoR 16% USE 










RS 

65 PRINTCHRS (17) #RED TURN OFF CURSOR 

79 GOSUB 5900: REM INSTRUCT IONS 

75 DIM os (30) ,8% (52 STRUCT OVS gis (40) «BH (409 1) NEES 


g@ CLS 
9B CLS poze PLOTA aX sX#PLOT2" 3 
1 = q¢ ' 


1308 PLOT? ss S.wW. Lucas 1984 ' 






» ,NAC4) 




















150 RE 
160 NEXT DH 

170 FORX=17018 

180 aE ADGS (X) +B% (XP 
19@ NEXT 

o@@ FOR X=! TO 27 
210 READ nig (X) gNZ% OX) 
220 NEXT 






































2 = Fg , 1m 2EELSES™ 1) =0 . Pro: 
pe aid {THENS | THENPRINT” * trip and fall if the oar . GOSUB 1882 
, _ ? Re te ST Tt ~ as let , 
239 ER INTCHRS ‘1 = »" There are OOM 
240 PRINTCHRS (155) am Jos PRINTOS ST - At 
2 NT CHS TS OTHENA ES AS) Oa . ; 
> QAND A (ae) 2OTHENA Se . 
gO THENAS="SOUED 








south 











ast” 


vere!” 








EpyLTHENPF => 


C eg (isi?"! can 
= +121 GOTOs8e 
eure (ize) woes should 


=n) "F pase wait 2 






y do now wa INPUTZF 


egacond - 
















4 z-" 90" THEN =i - , ‘f ° on ~~ 
aso IF 2 Cee" apace ENTE rim not 





y="G0 wry ANDSZ (Ps 2? 
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cE ABS="S"ORLEFTS (74 4)n 
45@ Pr (BS="E“ORLEF TS (2¢ 4) = : 
4355 TL (BS="W"ORLEF TS (2¢ 4) =] 
460 IFC#="GET "ORCH#= THENGOSUBI gia 

465 ogo RO ORCS= "LEA" THENGOSUB1 sos 

47@ rE C=" INV" THENGOSUBI 759 
475 IFOsa nat, THENPRINTCHRE (131) "There -< Nothing 
480 rose me, THENPRINTCHRS (133) "Thee Nothing 
485 TFCS="RUB" THENPR INT « 


to drinki", kim 4 
Don ‘t¢ be Silly! "stey 
490 oF C¥="SWI"THENGOSUB1 Aza 


495 TF Ogee, ORCE="WAD" THENGOSUB1 aso 
5022 IF pen gent“ORC$=" INS" THENGOSUB ee sy ; 
IECS="SCO"THENFRINT "What do you think this 1See. & Game” tK=] 
TE C#="WEA"THENGOSUB1 aoa 
recess IN“ORLEFT#(7¢,4) =Gp 
EO OUT“ORLEFT# (7,3) ="Gq O" THENGOSUB1 949 
IFCS=" CLT nope NSOSUEISSOELSETFCecs UST a ipsare 
34 Eo g an eed (ORCE= "UP" THENGOSUB sop 
F="REP 4 HENSON ORCS="F IX" THENGOSUR1 959 

rect nsweonaeetcaitcrenmeuncre | 
- TECS="WAI"THENGOSUB2sag 

‘PT CS="LAN" THENGOSUB2S2 
[eC $e one ORCS="PUS" THENGOSUR2¢00 
BOs CRA“ORLEFT$ (7%, 4) ="qe V" THENGOSUES@ag 
TF C$="PUL “THENGOSUBS200 
UNTIL P%=28 OR MZ=1 29 
IFM%>99 THENPRINT" 





"80 en) ANDS% (PX, 2) <>OTHENPY=SY (Py. > 
“GO 8) ONDS% (PX) 3)< >OTHENPY=sy cps 
"GO W") ANDSZ% (PY, 4) < y 

"TAK" ORC#="ORQ" 





1sK=4 
so sk=] 
-OTHENPY%=Sy (PY 4) =} 














Nere to Cat ! "spre 






















TNORLEF T# (7,4) ="G0 gy 





| HENGOSUBy 720 
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*EXPLODE: waAITiag 





SR LF ORK™1T02:PLOTI. x x. ¢ 
PRINT: PRINT: PRINT 
PLOTIO,X,"WEL 1 
NEXT 








adventure and" 
rom the doomed Planet: 






FOR T=1T034:REapy 
957 MUSIC1,3,x,Q 












962 PLay 2,0,0,9 
965 PRINT: PRINT: PRINT 
978 REPEAT 
980 GETGs 
998 UNTIL SF="V"ORG Ea une 

79S IFGg=ryn THEN PRINTCHRE (17) s Rijpy 
12@@ ENp 


1089 REM ¥# GET ROUTINE 


1219 K=1:GOSUB1500: REM CHECK: 
1820 IFL%<> RN 


1930 






Would you like “nother game 



















ITEM THERE 






Hee EYANDBY (NY CR) 4) = 


PXTHENEY= 4 
ST RENPRINTCHRE (139) Ws 
1050 IFR=20RR- R 

















don ‘t see it here": RETURN 
2 SSTRENERINT"AAGGHH, . « tne agony! « 
1055 TFR=2ORR=3THENPRINT" | Y@ broken My back With the Strain": Gosup 
1890 
1062 Nila a ee 
dad" 


— S into My face an 
1065 TFR=4THENPRINT “ang Chokes me to deathiv 
1079 TERS ORR=6THENPRINT™ Don's be Sillyin 
1075 TFR=9THENPRINT # eeeelIt bit me 
1989 TFR=9THENPRINT« 
1085 IFR=190RR hen be -ENSible! "RET UPN 
1299 Iason sc TneAne HEL SE PRnlGrneuag ese RETU 
1@95 IPR 7 TREMP NET HELSE IER Seg ELSE 
1199 TFR=27THENPRINT*"] 


can't Carry a fue] PUMP that Slze6! "RETURN 
1105 IFR=246aNpDap Gthing to Put the 


S?ITHENPRINT «1 Need som 
RETURN 

1119@ nye Z6ANDAD=1 THENPR INT « 7 fil] 
1490 Ney FORD=1T03: TE Y$(p, 
1419 NeXT IFEX=OTHENERING yy 


? SOSUB1 Bag 
>RETURN 








fuel] Iim'". 


the can with Fuel":ag=4 
y hande aD) =G$ NK CRD) vedere 
Y hands are Pull Kets RETUpN 

1429 en NECR) 41) @O2k=1 RETIN 

1490 REm **® CHECK ITEM Is THERE 

ee nee SPORH@ITOLEN coe, 

1510 IFMID$(Z7$,H 4) an “THENL #=R 1GHT 
1520 OR aE eaOs IFLENCLS) coon 
153@ FORH=1TQ27; 7 1 /,LEN(L 

1540 NEXT: K=1:RETUR 

1599 REM ** DROP 17 

| 1609 Sa Pee 1500s TFL <>. THENPR INT Cant see 
1605 NEXT, (ORD=1TOS: IF VS (Dy cas EN 

1610 NEXT: IFEy- 


F(Z, (LEN (74) —fY) ) 
=1L:RETURN 
*) =L#THENL%=1: Ran 


7>H=H+4Q9 





m4 


spk Smeal fe RETURN 


8) THENV$ (D) a0 py oy 
“TTHENPRINT "7 haven ‘+ got Lt RET EA 
1615 B%(NZ(R) , 1) =py 





1629 TFR=1 THENAI=9 ENS GLE Ra160RR=177HENAReo ELSEIFR= 
1625 “FR=2Q0RR=21 THENAD=<9 SUSE IFR=220RR=23THENAE oo 
1639 ER=240RR=25THENAF =p 

1635 NS AGSIAND (R=200RR=21) THENAGED, pp 
or" 

172 RETURN 


17492 REM «x INVENTORY 
"1750 PRINTCHR (129) "7 Have ;—« [FX=0: Ff IRH=1 TO 
17462 ENT eee THENPRINTUS (HH) «tees 

177@ PRINT DE CROTHENPRINT Nathan. &t al)" 

1782 RINT: PRINT: K=1: RETURN 





STHENAC=a 


INT" The fie)” “Pills to the 










































































1799 REM DEATH ROUT 
{saa PRINT: PRINTIFR 
















as PRINT? PRINT? 


“with fr 
PR 


>PRINT 


iends 1ike 
INT: GOTOIS® 


1810 PRINT "enemi &= 

1819 REM ** SwImM ** 

1820 K= a SN Tepe Z1PRINT Oe 
1825 at TF pe 1BrPRINT OSA or 
1830 EE TE LeORPZ=L9THENPRIN | | Des water isn't 
1840 PRINT" Don't be gtupid! "RETURN 












1862 eRINT" Don't b 
ige? REM UNLOCK 







































1870 IFFS* 
RETURN 
: 187° N yp IFACK >A THENPRINT 1” don't have the bey! "sRETURN 
hy 1880 PRINT"O-#- ns S%(19, 1) =74:;0% ‘ 1@> =| EF TS (OF (1@) geo) 3 XX=FRE ‘ ot 
e e° 1885 RETURN 
18992 TEAd=iTHENFRINT" t am already wearing the helmet" 
19720 SEAFSLTHENPRINT"! Ve already put them on!" 
1995 1a TE gANDAAOTHENPRINT"DON © be silly’ 
i91@ RETURN " 
1920 RETURN ruenpied7#PRINT OO eTURN 
1922 ca E17 THENP 22211 PRINTS ws RETURN 
1930 ORINTNSILLY"FRETET 
1940 ane eee emnro,csugirresenee 
1945 Le EP yet 7HPRINT!O= Ke "SETS 
1946 RETURN 
.1950 Sarr TFPU<?ATTHENPRINT can't ill the rocket yet!" s RETURN 
19760 TAGS PA THENPRINT | HAVE NO EVEL": RETURN 
1965 PRINT"O-K- 1 fill the fuel tank": AH=2 















































































19766 RETURN 
“eee "e-G 7a" 1978 Roe PZSTHENPRINT" NOY mere! "sK=is RETURN 
Peteetetee o%e 1975 K= * py=261 PRINT "O. Ks "; RETURN 
oe 0 e's 19780 ee TPAC >ZETHENPRINT ao” be absurd! "sRETURN 
1985 Se PR INTeOKe Net, Se Ms 
4990 K=is IFP“S <4 7THENPRINT"! can’t see anything if need of repair"? sosete eget ee” ‘ 
RETURN s ee 
19974 TRAE DA THENPRINT'? need the repair canual | “1 RETURN 
1995 PRINT"O-K- I repair the spaceship’ 
19796 PRINT LER T# (GS (17) 546) 1027" 
1997 RETURN 
7 2980 REE FP Ls 7THENPRINT’ WO NOT REPAI IT)": RETURN 
2005 Ae p=? 1THENPRINT "WEY NOT START THE ENGINE?" RETURN aay 
2006 TEP YL=22THENPRINT "a | you can do 1s wait!" tRETURN Oe 
2007 TE PLEZSTHENPRINT "WY not land on that planet I Se© overthere?” i tal - 
» RETURN a ae 
2012 PRINT" I'M sorry 1 don’t have 4 clue! "2 RETURN 
2020 ERY >2L THENPRINT "NOT yet" sK=1t RETURN 
2025 c=1s oAI< 1 THENPRINT" The ship = broken-.--* cepensac to TRETHEN 
2030 IF AHS LTHENPRINT "Out of guel |": RETURN 
Cc {THENPRINT" I have no neve! s RETURN 
o space helmet !"sRETURM 
S : + 3 EXPLODE: RETURN 











LE * 
2 Rp y= 1 BTHEN 


apyj=1 BTHENGOSUB1 828 
T"O.K. "3 PZ= 


9) = {9THENF'2= 19% 


e 


S LOTHENPRINT "WHY do y 


K=15 IFP%< >2 


=THENPRIN 


PRINT"O.K- 


meupid!! | "ERETURM 






















































3085 
3018 PRINT 
3200 Kai: IFP%< 
“; RETURN 
49997 REM 


30 NEXT 


PRINT: FRI 
PpLOT4,1@; 
PLOT1,19 
PLOT1,17» 
RESTORE 
FE 
MUSICL»25% 9 
PLAY1,014:900 
WAIT 10 
NEXT 
PLAY 0,0,0:2 
pLOT1,2459% 
REPEAT 
GETS* 
UNTIL S#= 


PRINT" The wat 


T"Don't b 
I land the spaceship Ss 


** INSTRUCTIONS 
sREM ** PL 
sPLOTI,%+% 
, "ESCAPE FR 


b:PLOTI2,17» 


PLOT6,245 


GOSUBS5S@0: REM PL 
; NT: PRINT: PRIN 


19: RETURN 
us RETURN 


ou always have 


e stupid 
afely: 


er ' s too 


deep enough!” 


to 


1s RETURN 
:P%=28 


you who needs 


deep.-+-* j 


be so silly: 


» RETURN 


cir own’: 


= 


Lh : K=1 . 
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e@ 

































NTEPRINT! PRINT? PR 
"Aan adven 
=:PLOT17,1%s 


OR 7=1T034: READ 





») =B: PRINT 
G HAPPENED’ 


22)3:R 


ture game 
"by" 
ws, We. Luc 


"Tress 


oT GRAPHICS 
Ts PRINT? PRINT 


** 

oT GRAPHICS ** 
—~2:PLOT2 
om ALPHA 


,X,14 
CENTURI” 


INT 
for the oORICci" 


as 


“Sp 


“GOMETHING HAFFE 
rsAK=1 


"Not here! "fRETURN ELSES% (75 


ace Bar ’ 


NED" s RETURN 








3) =8:PRINT"O-F 





to continue 
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PLOT1@,6, 
PLOTS, 19, f 
PLOT3,11, “Alpha Centuri all my life, but the " 
PLOTS,12, "planet has Started to [sSintegrata. » 
PLOTS,15, "There Sre only iag Minutes left « 
PLOT3,16, "before the Planet finally ExPlodes" 
PLOT 7,"and Fach move that I Make takes « 

/ exactly ONe minute, 


»S2PLOT6, 24, "Proce “Space Bar» to Continue" 


UNTIL Sg=" us 


S26@- RETURN 


5489 
5499 


35@@ CLs 


59518 
352@ 


a ha ees 
Fite 


IS3O 


9535 


5540 
5550 
9592 


o.¢ 


e- 

* eo 

e760 © oe 
a e.°e © 
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END 

REM PLOT GRAPHICS 

FOR x=1 To > 

FOTO) XsXtPLOT@, xe29, x 

Pont eXs9tPLOT1  x459'5 

PLOT2 x, obese oo sbOedGsesGaG5ccaEcEeccacReece: 
Nexr"*? “S8SSe9865Gs55scaccccamee eGOR 
NEXT 

RETURN 


1355,6,8,1 
10,8,6,5,3,3 
NS OF 6& 
SSS walled Corridor, = ls Sesupply Shop to 
DATA@,8,2,9 
120498 DATAIn a Narrow Corridor, 
:@,5,0,1 2 
19850 DATAin 
Outh., 
12055 
18040 
18079 
10080 
10290 
@ 
18120 
19112 


tiny air vent leads to the North, 


* small room full of Strange tools. An 41r vent leads 


DATA 0,2,4,9 
DATAin os storeroaom,. 
DATAIn the entrance 


DATAin the jet Slack 
DATAby @ large Statue, 


much here,8,0,0,> 

to a Jet blace FOOM. +2,0,6,Q 

room. I can‘t See a thing! ,9,7,a.5 
There is 4 lever On the Wall. ,6,8,Q. 


There 1S not 


DATAon a ating Walkway. ,7,0,9,19 


Muddy field, 7 WOUld neag MUCCA BOOTS to 


narrow uNndul 
© edge of a 


10115 DATA®,2@,a,8 

10127@a@ DATAdUt si de & SPACEY LIBRARY, 
1013@ DATAby a Kolonian Furitur Foun 
12149 DATAin 
Ce away. 
10145 DATAI1 


& smal] harbour. There i 


A15,2,0,@ 
10185 DATAIin the Spaceport, 
en. 
181990 DATA12,8,0,0 
182090 DATAon a Smal] 
A 
10205 DATA®,2,0,0 
18219 DATAon 8" islang, 
is to Nn, 
10215 DATA 2,20,2,90 
10229 DATAby & scra 
18230 DATAin the co 
10234 DATA®,2,0,0 
10235 DATA flying above the Clouds, 
19249 DATA in Outer Space, 
1024; DATAin the library, 
few books 
10242 DATA®,12,0,9 
19245 Narrow ledge. ,0,9,9,9 
180244 fuel Station. 4 FOpe hangs from 
19245 Supply Shop. ,2,0,9,9 
t@25@ e SPacestation RIVALINORIC. ,8,0,0.0 
102462 FOR ITEMms TO BE FOUND 
10279 +5a 
18280 S 19,48 tiny 
18299 i39,a keyhole,1a 
18300 sli,a Sailboard,i2,s Purse f14)] 
19310 Keys,18,some flowers,19, 
19320 
10330 
1034@ 
10350 
183249 
10379g 
1038@ 
18@39@ 


The Spaceship FOLON ic here. It 1S bro} 


island. There is a Stand which holds the key 


There is & LOGOR Plant here, The Malnland 


'S-519,8,0,9 


Shows red, 52,8,a,0 
&xPloded. ,@,0,0.9 


of hologrami mages. There are a 


sDove. ,0,2,0.9 


Pile of dust ,> 


SPilder ,7 


of SO1ns,13 


can,2@ 


SPIUNTIC ee 2DUST,3, PRESSURE, 4, Pap 
©» SPIUNTILER, 6’ REGGaR 7,PLANK,9 
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HINTS & DOMAIN 
TIPS | SOFTWARE 
plus more aaa a 
| flip “OFFERS 
~ WHEN YOU SUBSCRIBE - 
FOR A LIMITED PERIOD ONLY — 
CASSETTE CONTAINING ONE 
16K GAME AND ONE 32K 



















mention ! 100% MACHINE LANGUAGE GAME 
this ad. a — ONLY IF YOU MENTION THIS AD — 
ae “worth more than the subscription!!! 


PAGE 6 is published bi-monthly. Annual Subscription is £6.00. Send TODAY to: 


PAGE6, PO.BOX 54, STAFFORD, ST161DR 


Tel. 0785 41153 
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the AE Je 2 
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STAMFORD HOME COMPUTERS 


F 

COMMODORE 64 — £189.99 
VIC-20 £89.00 
COMMODORE DISK DRIVE £195.00 
(inc. free easy script + 6 games) 

COMMODORE DOT MATRIX PRINTER £199.99 
(30 characters per sec) 

COMMODORE DOT MATRIX PRINTER £299.99 


(60 characters per sec) 


64 Portable Computer incl manual mains adaptor, built in colour 
monitor, disk drive AND £210 WORTH OF FREE SOFTWARE 


£849;99 
COMMODORE CARTRIDGES ALL £8.99 


Specialists in a/l makes of Educational Software 
for all makes of home computers. 


Details and Remittance to 
STAMFORD COMPUTERS 
Unit 4, Ryhal Rd Ind Est, Stamford, Lincs. 
Free delivery within 21 days 
Tel: 0780 56051 


50 g 
Th are f sup 
tage!! 


STOP PRESS: 


There are now sixty games on this fantastic 
compilation, yes 60 super high resolution arcade 
games that you will have hours and hours of 
enjoyment from, guaranteed!!! 


60 of the best games around including: Pacman, 
Invaders, Frogger, Fruit Machine, Defender, 
Lunar Lander, Pontoon, plus much more!! All on 
one tape for only £9.95. 


50 games for the ZX81 — £6.99. An amazing 
simulation of the sidewinder arcade fruit machine, 
features include random holds and nudges, flip- 
winding reels to a winning line. Visually stunning 
graphics to ‘state of the art’ machine code, true 
arcade sound effects. 

Introductory price £5.50. 


ONLY AVAILABLE BY MAIL ORDER FROM: 
ANCO SOFTWARE (DEPT ASP) 
25 Corsewall Street, Coatbridge, 
Scotland ML5 1PX 


ANCO SOFTWARE ... THE ULTIMATE EXPERIENCE 





MEGASAVE 


MICROSOFTWARE MAIL SERVICE 
76 Westbourne Terrace, London W2 


FANTASTIC SAVINGS: Buy any tape from the recommended retail 
price list and you can then buy any from the fantastically low 
DOUBLE SAVERS list. To ensure REAL VALUE for money you may 
purchase as many pairs of tapes (one from each list) as you wish. 


Spectrum 48K Double Savers List 
ALCHEMIST IMA £1.75 
PEDRO IMA £1.75 
ANDROID I! 


VOR £1.75 
SCUBA DIVE 
POOL 


27? £1.99 
COS £1.99 

WHEELIE MRS £1.99 

ATIC ATAC 

LUNAR JETMAN 


ULT £2.35 
ULT £2.35 
BIRDS & BEES 
SCOPE 


BUG £2.35 
INA £7.00 
QUILL GIL £8.99 
HOBBIT MEL £8.99 
VALHALLA LEG £9.50 


Recommended Retail Price List 

STONKERS IMA £5.50 
PINBALL WIZARD CP £5.95 
SPEED DUAL DKT £5.95 
HARRIER ATTACK DUR £5.95 
SUCHE GCE £6.90 


R QUI £6.95 
3D ANT ATTACK QUI £6.95 
SNOWMAN QUI £6.95 
SKULL 
CLASSIC ADVENTURE 
NEBULA 


GAM £6.95 
MEL £6.95 
RED £6.95 


Commodore 64 Double Savers List 
ZZOOM 


PEDRO 


IMA £1.75 
IMA £1.75 


BUGA BOO 


QUI £6.95 


HUNCHBACK 
MR WIMPEY 64 
SHIP OF THE LINE 
MEGAHAWK 
MANIC MINER SPR 
REVENGE MUTANT CAMEL 

L 


BUGA BOO 

STING 

GAMES DESIGNER 

HOBBIT 64 ME 


GRAND MASTER (CHESS) 
AUD £11.99 


Recommended Retail Price List 
POGO 


OCE £5.90 
SUPER PIPELINE TAS £6.90 
CHINESE JUGGLER QUI £6.90 
SCUBA DIVE DUR £6.95 
FALCON PATROL VIR £6.95 
COSMIC CONVOY TES £6.90 
DERBY DAY 64 CRL £6.95 
CHINA MINE INT £7.00 
BLAGGER ALL £7.95 
QUEST OF MERRAVID 
KRYSTALS OF ZONG 
SPACE PILOT 
GALAXY 


DUL £7.95 
PSS £7.95 
ANI £7.95 
ANI £7.95 


BEAR BOVVER 
FIGHTER PILOT 
MANIC MINER 
ORACLES CAVE DOR £7.95 
HUNTER KILLER PRO £7.95 
TWIN KINGDOM VALLEY BUG £9.50 


ART £6.95 
DIG £7.95 
SCP £5.95 


SKRAMBLE 


MOTOR MANIA 
TWIN KINGDOM VALLEY 


COLLOSSUS CHESS 
‘ARCADIA 


ANI £7.95 


AUD £8.95 


£9.50 


BUG 
CDS £9.95 


IMA £5.50 


All tapes guaranteed genuine. 50p PER TAPE post and packing must be added. Fast 
delivery assured, purchasers will receive comprehensive list of games and shy boa to 


suit your micro at Megasaves rock bottom value for money price, plus next 


antastic 


Double Savers list. Please state Spectrum or Commodore when ordering. Send 


cheque/PO to: 


Megasave, 76 Westbourne Terrace, London W2. 








TI-99/4A TI-99/4A 


AGU ARII HAVE YOU SEEN 
w "ie a : 
USERS! 3S ow 
sane 
TANS 





Now there’s a User Group especially for 
you. For just £6 or £12 you can join the 
AQUARIUS USER club and geta monthly 
magazine which gives you all the latest on 
your Aquarius, news, facts, and features. 

Daddie’s Hot Rod (BASIC) £5.95 


‘ey ‘ 4 : M4 4 “h 
: «se _ “i : oe ae yp - 
. , = ~~ 
Arcade action in T I-BASIC ' Race with Egor rivers and avoid all obstacles, then pick up 
thru four castles and 24 different sheets. hitch-hikers down perilously twisting roads. 


Hunchback Havock (BASIC) £5.95 Drive through sheep fields, woods, over 








AQUARIUS USER is packed with information written by experts. It Superb graphics and great fun. HCW gave five stars. 
covers details on new products, and peripherals, reviews on the f , 
latest software, general news about home computers, user tips, If you haven't yet seen our range of games and 
reader offers, competitions, letters and much more. utilities for the Tl-99/4A, then perhaps it’s 
If you're part of the dawning age of AQUARIUS join AQUARIUS USER about time you joined in the fun! 
now: AQUARIUS USER LTD, 66 Wymering Road, London W9. : : 
— ee ee ee Our products are also available from such big 

| Name | TEXAS retailers as Galaxy (Maidstone) — Parco 

Address ee ee er or eee Electrics (Honiton) — Blue Chip Computers 

PN (Wigan) and many more. 

Please enro] me as a member of AQUARIUS USER. 

Ce Ee eeaine Send cheque or P.O. to 

enciose £6 subscription for 5 issues 0 or orone year 
| payable to Aquarius User Ltd, 46 Wymering Rd, London W9 LANTERN SOFTWARE, 
4 Haffenden Road, Tenterden, Kent TN30 6QD 


Access Card holders ring 01-289 2188 (24 hours) or SAE for full list. Look out for our products at your TI retailer. 












ACCESSORIES 





CHEQUES + P.ORDERS 
CROSSED AND PAYABLE 
TO’ JUST MICRO’ 


| ORDER FORM — 
PIGASE SONG ING ..2.resccsececceensers 
Quickshot II Joysticks 
£9.95 each + 80p P&P 
Please S@nd Me ...............00ceee 
BBC Joystick interface 
£14.95 + 80p P&P | 
| enclose Cheque/P.Order 











“THE WIZARD’ 

22 CARVER ST 
r~’ SHEFFIELD S14 6S. 

TEL: 0742 752732 


N OW AVAILABLE THE WIZARD JOYSTICK | Nea seesssseccsccssssseseevensoseseeeen | 
INTERFACE FOR BBC— NO SOFTWARE REQUIRED, | address... | 
OPTION FOR 2 ATARI TYPE JOYSTICKS 20.00! whemoeeeeeerrreeeeee | 
$14.95 + 80p P&P © Joo Tbe | 


Please allow 21 days for delivery. 












Lineage: 40p per word. 
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EN 


Semi display: £9.00 per single column centimetre 
Ring for information on series bookings/discounts 


All advertisements in this section must be prepaid 
Advertisements are accepted subject to the terms andconditions 
printed on the advertisement rate card (availiable on request) 


ATARI 
SOFTWARE 


SPECIAL OFFER 
for Atari 400/600/800 ouners 
Hire your first 2 games free from our 
extensive range of software. Up to 
the minute releases available. Apply 
now! Send S.A.E. quoting reference 

G C: tO 
CHARNWOOD GAMES 
27 Warwick Avenue, Quorn, 
Leics. 


Tel: 0509 412604 


ATARI 400-600-800 
OWNERS 
MIDLAND GAMES LIBRARY 


Do you want to join a fast efficient and 
friendly library, which boasts approx. 
650 original programs on cassette, disc 
or cartridge for you to hire 


We have been established for over 18 
months and al! our games are originals 
with full documentations 
Send S.A.E. for details or ring 
0242 674960 
between 6pm - 9pm 


Dept GC 
48 Read Way, 


Bishops Cleeve, 
Cheltenham. 


ATARI 400/800 OWNERS 


NEW GAMES 

Computer sath leships.......... Rees 95 
Mastercode (Mastermind ty 
Eagieye (Connect-4 type) 6s: 95 
Adventure Time (Text 

Avieannureys EPS i CARN P -paDN + £7. 95 
Why risk losis ng those precious pro- 
grams? With our range of utili eS 
yOu Can make a back-up of ain 

all your software 

Tape backup (single and mi 


iwome 


‘Dent GC. AWG, 145 Bankside, 
Westhoughton, Bolton, Lancs. 


SOFTWARE 


a ejtley Wale) 7a 





ATARI 400/800 owners learn 
French or German and save 
money! £10 off Atari language 
course. Send only €29.99. All 
credit cards accepted. Callers 
welcome open 7 days a week 
Warehouse 10, Dept. GC, 210 
| ower Bridge Road, London SE1 or 
phone 01 407 8793 


114 





LIBRARIES 


COMMODORE 64 GAMES LIBRARY 


the latest & greatest @ Hire of 
ABSOLUTELY FREE e Life 


® Over 250 titles. all 
first TWO games 


01 


437 0699 


Send your requirements to: MARK 
BECAREVIC, ASP Ltd, 1 Golden 
Square, London W1. 





membership only £6.00 @ Full 7 days hire (Excluding 


ly £1 OO 
eo A 


@ On 
originals 


postage) 
p&p @ All 


(Infjana). 


fast 


F1.50 (Europe) inc. 
friendly and reliable 


Service ®@ 


JOIN NOW ON MONEY BACK 
APPROVAL OR SEND FOR DETAILS: 


COMMODORE 64 GAMES LIBRARY 
c/o Yorkshire Software Library, Dept 2, 
13 Park Top, Pudsey LS2B 6BY. 


Cheques/P.O. to 


CARTRIDGE CITY 


For Atari 400/600/800 and 
Commodore 64 cart. rentals 
Yearly membership £5 

Rates from 20p per day (equiv) 
Large SAE appreciated 


Cartridge City, Dept GC, 25 Gaitside 
Drive, Aberdeen AB1 7BH. Tel: (0224) 
37348, Please state machine 


SPECTRUM vila 


Why not take advantace 

tensive range of software aa 4 

becoming a me mber of our Spe 

trum exche ange Service al on > 

per tape plus p&p “Send SAE f 
details to 

X. C. Lent Software, 8 Chviots, 

Highfield, Hemel Hempstead 

HP2 SRP. 


CLUBS & USER. 


K-Tel [ 

£11. 95 

Vi c-20 29, SA 6¢ 1 BB BC.D rag ri 
2X81 NCC. 12 York Close. 
Barton, Beds MK45 4QB. 





oP wale) Wile) 3 
SHOPS & DEALERS 








The Games Shop and Computer 
Software Centre 
TEL: 0224 643740 
3 Waverley Place, Aberdeen AB1 1XH 
Stockists of Spectrum, Dragon. Vic-20 
& Commodore 64 software. Extensive 
selection of books and magazines 








‘Yorkshire 


Software Library 





SOFTWARE 
APPLICATIONS 











SUPER BREAKER 


For the Commodore 64. this utility will 

back-up most popular cassette pro- 

Grams onto tape or disk. Supplied on 

cassette with full instructions. For fast 

turn round of orders, by First Class 
Post, Rush £4.99 to: 

Clark Kent Software (Dept GC), 26 
North Cape Walk, Corby, Northants 
NN18 9DQ. 

Strictly for personal use only, 
















¢ COPYMATE e 


o back-up utility for COMMODORE 64 
Will mane security copies of most 
cas 2 based vare. Send £4.75to 
HORIZON SOFTWARE, 
15 hath Close, Corby, 
Northants NN18 9PA 








ALARMS 


BURGLAR ALARM equipment 
Please visit our 2,000 sq. ft. show- 


rooms or write 
lree Catalogue 
Rooley Avenue 
1DR. Telephone 


or phone for your 
CW.A.S. Ltd., 100 
Bradford BD6 
0274 731531 


FOR ALL YOUR 
SPECIALIST 
CLASSIFIED 

NEEDS 


PHONE 
01 - 437 0699 


SOFTWARE 
GAMES 


Spectrum & TI99/4A 


ahr ait ire tuyill Orapt 
WARGAME » 


Feature 












vid random | 3 
ariiery olraie y ae We ang real-hn 

iH gn . rec { £6. 00 
GERMAN WHIST/ FOUR iN A ROW. W 
programs bas ar 


Practis ck taking 













play a eines compute er T1991 4h ¢ only $6. 00 
syst heir gy) EPURD 







ace 






‘6 ina fazy Care 





>* neler means it hadvte for atiagesand 

abilities TIS3S/4A only £5.00 

BATTLEFRONT Three arcade type gar 18S 
dut you need the Extended Basic rn ule 
TISS/4A only C6. 00 
ALL PRICES ARE FULLY INCLUSIVE 


TX SOFTWARE, Dept GC, 
109 Abbotsweld, Harlow CM18 6TQ 










ATARI 400/800 
TRS80 1/3 GENIE I/II 
Arcade and adventure games, 
educational and utility programs 
On tape. SAE for details. Please 
state micro 
T. Smith Software (Dept. GC) 
26 Wesley Grove, Portsmouth, 

Hants PO3 5ER. 


ORDER ONLY PLEASE 








MAIL ¢ 





COMPUTER WORKSHOP 
HUGE SAVINGS 


RRP Our 
price 

ORIC 
Harrier Attack 6.95 5.95 
Oricmunch 7.95 6.95 
Zogons Revence 8.50 7.50 
Hopper 6.95 5.95 
Hunchback 6.95 5.95 
Hell's Temple 12.00 11.00 
SPECTRUM 
Mr Wimpy 5.90 4.90 
Chopper xX! 5.50 5.00 
Kong 5.90 4.90 
Com64 
Frogger 7.00 6.00 
Crazy Kong 64 7.00 6.00 
Super Dog Flight 7.95 6.95 


Send SAE for up to date price list 
34/36 Market St, Lichfield, Stafts. 





1, 2,3 or 5 POUNDS OFF 


Big name programs rushed to you. For 
most computers, titles new, Ring-a- 
brochure then you'll see, It's money off 
— not poetry! 
TECHNIPLAY. SOFTWARE 
74 Dornoch Drive, Hull HU8 8JL 
0482 712958 





GAMES S/W for al! home com- 
puters. 1000 plus titles. Best 
discount prices for free list. Te! 
Burnham. Bucks 4537 anytime 









COMPUTER SWAP SHOP 





te unwantec anc 

ware and SAE to intense: “10 
panaee Close, Cinnamon Brow. 
Hadgate, Warrington, Lancs. 
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in the 


Free entry form in every game purchased 
“only on Gridtrap 64 and Jumpin’ Jack 64. 


Sworielves WMP VAG 64 1a 


We promise you won't be able to turn it off! It's 
a real skill tester and loads of fun to play! 


Play with the Keyboard or Joystick. Choose 
GC our Own operating keys with our User 
efinable System. Compete with an 
opponent by selecting Two Player Mode... 
Great graphics, super sound effects in the 
Livewire tradition including a selectable Melody 
Mode where the tune is available at the touch 
of a key and Melody On is indicated by a 
quaver graphic. 


Program No. LW04 £8.95 






aa 


suse 


S22 8888 (88 


1aa882\.ae8 


Bi \e oe 
iat 


SR RCRR wo res 


—- 





198 Deansgate, Manchester M3 3NE 
or Telephone: 061-834 4233 


Please send me the following Software 





| enclose Cheque/P.O. for £ 
To: Name 
Address 








Clip the coupon and return to Sumlock Microware Dept. GC. 


ee PostCode. 
Also available from good computer dealers and bookshops nationwide 


‘ake the screen test and be a STAR! 


high score competition” 







lst Commodore 1541 






2np Commodore 1520 


3ro Commodore 






Seven runners up will receive the 
latest Pro-Ace Joystick as prizes. 


Not just a game... an Experience! 


IT HAS IT ALL!... EXCITEMENT... 
HUMOUR... STRATEGY 


Jumpin’ Jack leaps into a totally new look for 
the 64 created by Three Dimensional 
Graphics giving Full Perspective to the 
game... PLUS... hosts of features never seen 
before! 


Submerging Turtles — Snakes — Crocodiles — 
Otters — Lady Frog — Dragonfly!!! 


It'S Fun wre 
ITS FROGRIFFIC ««=« 


Program No. LW02 £8.95 





PE 
ee. 
inc. P + P U.K. only 


ERICAN 
SS 



















NEVER BEFORE HAS A COMPUTER 
GAME LOOKED SO EXCITING... 


FELT AND PLAYED SO EXCITING... 


Watch astonished as the Triad hurl themselves 
towards your craft in a remorseless battle 
against your intrusion 


Feel the heat blast of their anti-matter fields 


Your pulse laser will have to turn white hot 
before this encounter is over 


Featuring:- 
Anew DIMENSION.. 


“Into the Sena” of TOTAL PERSPECTIVE 


GRA 
Program No. LW03 £8.95 


198 Deansgate, Manchester M3 3NE. 


Telephone: 061-834 4233 
TRADE ENQUIRIES WELCOME 


f ; - - 
oreS Wal:) Remy few 
te, re sad 


ts succeed this Tar, but if You.da, then you must en 
p Fortress, followed by the Maze. If you. manage 
emy Headquarters, then your reward-will be a more 
It mission! One or. two player game. 
juage, High Speéd, Arcade Action. Full colour 
. Keyboard or Joystick control. 


i 


abid’on-tape for 1 
mame CV £5.50 DRAGON 32 
40 ee TANDY COLOUR £8... 


a 


“s 
y & 
: 


ae > 


(Tandy colour version only available at Tandy She Ds 


. As Selected Microdeal titles | 
4 Siaiatile trom iarger Gz ~~ 
SS ~ hy} . Stores and 


Computer 


ABI984& x= 


-~- —— 





